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Its fantastic... 


... and it’s science fiction. It’s a magazine ...and it’s a game! 
It’s ARES ! SPI’s fabulous new addition to the gaming world of fantasy and science-fiction. 

Each 40 page, bi-monthly, issue is packed with two or more science-fiction or fantasy short stories by 
recognised authors, articles on the design and play of science-fiction and fantasy games, reviews and 
additional features dealing with all forms of sci-fi and fantasy PLUS a complete, ready-to-play 
science-fiction or fantasy game with its rules, counters and mapsheet. 

One year’s subscription at £8.95 gives you six issues together with their enclosed games. 

Single current issue £1.95. 


| Shortfile of the Attack on Phynet Greendran, 


FROM THE SPI RANGE Shortie of Ore fe Chena Warfioet. 
OF SCIENCE-FICTION AND FANTASY GAMES ee ee 


JOHN CARTER, WARLORD OF MARS / < Pee e/ 


A character adventure game, faithful to the 
fantasy world of Edgar Rice Burroughs. 
Contains playing cards for random events, 
movement, acquisition and manoeuvre to 

help or hinder the hero as he relentlessly 
searches for his mate across the hostile Martian 
landscape. Also includes an in-depth analysis 
of Barsoomian society. 
£12.95 inc P&P 
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D0 Please send me your full illustrated catalogue of SP! games 
O Please enter my one year subscription to ARES (6 issues) @ £8.95 


JUST SOME OF THE SCI-Fl/ FANTASY TITLES O Please send ....... copies of the current issue of ARES @ £1.95 each 
AVAILABLE IN THE SPI RANGE OF GAMES 0 Please send ....... copies of JOHN CARTER OF MARS @ £12.95 inc. P&P 

BattleFleet Mars £9.50 Stargate £2.95 C Please send me the following games: ms : 1 
Creature ...Sheboygan £2.95 StarSoldier £6.95 res) scececonscvsccersecsncnscccesavccneseerevccveversconssesescscss id 
Deathmaze £2.95 Swords & Sorcery £10.95 | 
Demons £2.95 Titan Strike £2.95 NAME 605.2 ccccccstsctcccccccsvccteccecavesincsacssensscedcccseccescccsstesscacesaeousrercecetuse 
Freedominthe Galaxy £11.95 Vector3 £2.95 | 
Gandar £495 War of the Ring £9.95 ITT cs carsescoparrvecsnssansrscsticinn tininap soa mint rarrinesannigeesnaianiek 
John Carter of Mars £12.95 Prices include 
robert Morr bog diay ac WD 280 | 
Outreach £6.95 Channels Islands, 
Sauron £495 Ireland and —— WE TAKE YOUR ORDERS! g 
dota rit a igi ee ee ee 
StarForce £6.95 Overseas post extra. simpuBS LTD, FREEPOST, Oakfield House, 60 Oakfield Rd, Altrincham, Ches WA15 OBR 
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FANTASY GAMES UNLIMITED: 


THE OLD°SOLDIER 


16-18 Lensfield Road, 


°Fa ntasy~ GameS Stor e Cambridge CB2 1EG 


Telephone: 
Cambridge 355188 


LARGEST STOCKISTS OF FANTASY, SCIENCE FICTION, 
WAR GAMES & FIGURES IN EAST ANGLIA 


Open: 10 a.m. to 5 p.m. Monday to Saturday 


(Closed all day Thursday) 


Dungeons & Dragons complete range, Snits Revenge, Top Secret, 
Awful Green Things, Fourth Dimension, Lankhmar, Divine Right, 
Dungeon, Boot Hill etc. 

White Dwarf magazine, Dungeon Floor Plans, Character Sheets, 
Hex Sheets, dice, badges, etc. 

Complete range of Traveller, Snapshot, May Day, Dark Nebula, 
Imperium, 1940, 1942, Double Star, Belter, Kasserine Pass, 
Overlord, Road to the Rhine, etc. 

Full range of Chivalry and Sorcery, Space Marines, War of the Sky 
Cities, Gangster, Skull and Crossbones, etc. 

City State of the World Emperor, full range of ‘Wilderlands’, Thieves 
of Badabaskor, Forts of Kelnore, Survival of the Fittest, Operation 
Ogre, Caverns of Thracia, Verbosh, Maltese Clue, Sword of Hope, 
Tower of Ulisson, Temple of Ra, Astigair’s Lair, Modron, Duck 
Tower, etc. 

Full range of Runequest, King Arthur’s Knights, Lords of the 
Middle Sea, Stomp, Reich, All the World’s Monsters, etc. 

Panzer, Time War, C.V., Ultimatum, Beast Lord, Thin Red Line, 
Battle, etc. 

Ythri, Death Test, Ogre, Melee, Warp War, Rivets, Wizard, G.E.V., 
Ice War, Black Hole, Sticks & Stones, Holy War, One World, 
Hot Spot, etc. 

Strike Team Alpha, Star Fleet Battle Manual, Ringbearer, Space 
Patrol, poly dice, etc. 

Starfire, Asteroid Zero 4, Cerberus, Valkenburg Castle, Intruder, 
Prochorovka, Sword Quest, Operation Pegasus, Star Fleet Battles, 
etc. 

Sorcerer’s Cave, Diplomacy, Kingmaker, English Civil War, Imperial 
Governor, etc. 

Tunnels & Trolls 

Africa Korps, Alexander the Great, Battle of the Bulge, Blitzkreig, 
Caesar (Alesia), Caesar’s Legions, Squad Leader, Cross of Iron, 
Crescendo of Doom, Diplomacy, Feudal, Jutland, Kingmaker, 
Luftwaffe, Napoleon, Origins of W.W.2., Richtogan’s War, Russian 
Campaign, 1776, Bismarck, Stalingrad, Submarine, Third Reich, 
War and Peace, Wooden Ships, Air Force and expansion kit, Dune, 
Magic Realm, Wizard’s Quest, etc. 

War of the Ring, Middle Earth, John Carter, Battle Field Mars, 
Swords and Sorcery, Bulge, etc. 


Dragon, White Dwarf, Space Gamer, Different Worlds, Dungeoneer, 


Travellers Journal, The General, etc. 


Excellent selection of Gaming Figures by Citadel, Asgard, Miniature Figurines etc. 


Please mention WHITE DWARF when replying to advertisements 
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GAMES WORKSHORP:. 


HAMMERSMITH SHOP 


Our shop in Hammersmith, half a minute’s walk from the Ravenscourt Park tube station, has a vast selection of SF/F and 


War games from all the major Hobby Game Manufacturers, 


and Miniatures from Citadel, Ral Partha, Asgard, Minifigs, 


Greenwood & Ball, QT Models and Phoenix, along with a vast selection of games accessories such as dice, hex sheets, 


scenarios etc. 


SHOP: 1DALLING ROAD, LONDON W60JD TEL: 01-741 3445 
Opening Hours: Monday — Fridays 10.30 - 6.00; Saturdays 10.00 - 5.30 


MAIL ORDER 
If you cannot get to our shop, we run a speedy and reliable mail order service which supplies regular customers all over the 
world. Orders are normally dispatched within 7—10 days of receipt. Out of stock items are notified and orders may be 
altered to suit. A telephone call will normally ascertain the availability of an item and we accept Access and Barclaycard. 
Orders over £4 are sent post free (under £4 add 50p postage and handling). Also, mail order customers are constatly kept up 
to date with new releases and price lists automatically sent out with each order. 


Module B2 — The Keep on the Borderlands by Gary Gygax 
Introductory module for character levels 1-3. .......... 
TOP SECRET — An espionage role-playing game from TSR where 
players assume the roles of various undercover agents, carrying out 
the missions assigned by the Administrator of their agency (the GM). 

The full range of spy activities is represented — including envest- 
igation, smuggling, rescuing defectors, infiltrating enemy agencies, 
and eliminating those opposed to the organisation, The action can be 
set in foreign capitals or the secret hideouts of deranged criminals 
but one thing is certain: no one will know the outcome until the game 
is played and true loyalties come to the fore. Devious traps, double 
agents and spy gadgetry are all part of each adventure, not forgetting 
those charming and seductive members of the opposite sex! Yet not 
strictly a ‘fun and games’ style of game as refinements include much 
detail, authentic reference works and one of the most extensive hand 
to hand combat systems found in any game. 

Box includes fully comprehensive rulebook, introductory module 
and'a pair of percentage dices i 66a ui as Ss iaielin la a gal ole £8.50 
SKULL & CROSSBONES — Recreate the swashbuckling adventures 
of the Spanish Main with this role-playing Pirates game from FGU. 
Ship-to-ship boarding actions, raids on coastal towns and ports, 
treasure maps and raids are all part of this multi-player flexible role- 
playing system. 

Rules for ship movement and combat, deck skirmishes, raids and 
treasure hunts. Box contains: Campaign Map of the Spanish Main, 
Tactical Combat Mapboard, 25mm Scale Deck Plans, Die-Cut Counters, 
Character and Ship Reference Sheets, Summary Chart, Cardboard 
Cannons and 2 six-sided dice... 2... ... 505 eee ee eee £8.50 
SORCERER'S CAVE EXPANSION KIT — Pack containing 30 Area 
Cards, 30 Small Cards, 1 Card of Cut-Out Counters and 1 Rules 
Leaflet for expanding the basic game to make the cave larger. Rules 
covering the use of new items are also included. ......... £3.05 
SWORDQUEST — A fast, exciting game of Fantasy action for 1—3 
players from Task Force Games. Each player commands a force 
consisting of leaders, guards and magic users in a search for the Lost 
Sword of Lumina. As players manoever over the colour map, they 
will encounter monsters, enemies, spells and a Dragon that can be 
controlled but will often turn on the controller. A unique tactical 
combat system will allow players to take on a much larger force 
‘with a good chance of winning. A player's skill in knowing when to 
fight and when to run can make all the difference 


MAIL ORDER DEPT: 17/18 HYTHE ROAD, LONDON NW10 GRT TEL: 01-960 4775 


The new Games Workshop Catalogue for 1980 replaces the old 3rd Edition Catalogue. The new 56 page catalogue contains descriptions of 


INTRUDER — A solo game from Task Force Games which can 
also be played by 2 or more players. The Intruder is an alien being 
of unknown power. During the course of the game the Intruder will 
move through the space station as both the hunter and the hunted. 
The player(s) must cope with a monster that moves rapidly and 
changes continuously as it undergoes metamorphosis into a more 
powerful being, and possibly divides into two or more clones, The 
game includes 54 multi-colour die-cut playing pieces representing the 
crew and their weapons, lab. animals (which confuse the search) and 
the Intruder. The playing map shows the interior of the deep space 
station Prometheus with charts to record the development of the 
PEPER se oiits gcd ata ii eis eke oh layacivs ae Sle Wares aCe £2.95 


VALKENBURG CASTLE — A fantasy game of adventure and combat 
from Task Force Games in the depths of an ancient dungeon. Players 
may use heroic leaders, fighting men, clever burglars, staunch dwarves 
and mysterious magic users to explore and eventually capture the 
castle from evil ones, trolls, ogres, sorcerers, banshees and drogs. 
Players may use swords, bows, enchanted weapons, machine guns and 
hand grenades to recapture Valkenburg Castle. For one, two or more 
players. 5 Scenarios and a campaign game. ...........-. £2.95 
OPERATION PEGASUS — Covers the drive by the Army's 1st Cavalry 
Division to relieve Khe Sahn in April 1968. Over 100 die-cut playing 
pieces represent the Rifle companies, artillery batteries and heli- 
copters that participated in infamous Vietnamese battle. For 2 players. 
From Task Force: Games. so sas. 06 aya sale ans ane wierelaens £2.95 
PROCHOROVKA — You command either the SS Panzer Korp or the 
5th Russian Guards Tank Army in this WWII battle of armoured 
vehicles at Kursk. Two players; one to two hours. Includes over 
100 die-cut counters and 3-colour playing map. From Task Force 
Games £2.95 
BUSHIDO — Role-playing adventure in feudal Japan from Phoenix 
Games. In Bushido, the players take roles as members of various 
professions and wander through Nippon. The overall campaign is 
organised by a Games Master whose imagination is the only starting 
point for adventures. Book |, ‘The Heroes of Nippon”, is the player's 
guide and contains the rules for creating characters, combat and 
magic. It features an Attribute system which allows a character to be 
tailored to a player's specifications. Book I! ‘The Lord of Nippon” 
is the referee's guide and contains the rules of Encounters, Battles and 
other things necessary to the campaign. 

The basic set contains Books | and II, in zip-lock bag... . . £6.95 


over 350 games, scenarios and playing aids with over 130 photographs of many items. For your copy, plus free introductory literature anda 
current price list, just send a large stamped (13%p) addressed envelope plus 30p in stamps/PO/cheque to Games Workshop's Mail Order Dept. 


Taay Force Gault #7 


All games above are available from you usual Hobby Games stockist or, in case of difficulty, direct from Games Workshop. 


TRADE ENQUIRIES: 01-960 4775 


BUSHIDO 


Please mention WHITE DWARF when replying to advertisements 


CLLTADEL 
MINIATURES LUD. 


Newark Folk Museum, 48 Millgate, Newark, Nottinghamshire 
Tel: 0636 77495 


Each Citadel Master Figure is Individually Hand Sculptured by our own Craftsmen 


TRADE ORDERS WELCOME 


CITADEL 
FANTASY ADVENTURERS 


Additions to a range of intrepid heroes avail- 
able for fearsome adventures. 

FA13 Man Beast 

FA14 
FA15 
FA16 


Dwarf with Two Handed Hammer.25p 
Female Wizard with Dagger and 

Staff 

Female Thief with Dagger and 

Sack 

Female Cleric with Mace 

Female Fighter with Breastplate 

and Sword 

Houri with Dagger 

Evil Wizard 


FA17 


FA18 
FA19 


FA20 
FA21 
FA22 
FA23 
FA24 
FA25 
FA26 
FA27 
FA28 


Anti-Hero 
Necromancer 
Fighter in Chainmail 
Amazon with Sword 
Amazon Priestess 


CITADEL 
FIEND FACTORY 


Additions to a range of mythological and 
fictitious beasts for the discerning fantasy 
gamer. 
FF50 
FF51 
FF52 
FF53 
FF54 
FF55 
FF56 
FF57 
FF58 
FF59 
FF6O 
FF61 
FF62 
FF63 
FF64 
FF65 
FF66 


Giant Scorpion 
Tentacled Crawler 
Skeleton Warrior 


Young Dragon 

Giant Frog 

Giant Snakes (2 figs) 
Vampire 

Wight 

Mummy 

Giant Wyvern 

Female Red Orc 

Red Orc Children (2 figs) .... 
Female Goblin 

Goblin Children (2 figs) 
Skeleton Rider on Horse of 


SUPERHEROES 
A range of comic-type superheroes, super- 
heroines and supervillains for role-playing 
and other games, that features Citadel’s 
unique ‘individualised figures’ concept. 
SH1 Male Superheroes (2 figs) . . . . 50p 
SH2 Cloaked Superheroes (2 figs) . . 50p 
SH3 Superheroines (2 figs) 50p 
SH4 Cloaked Superheroines (2 figs) . 50p 
SH5 Armoured Superheroes (2 figs) . 50p 
SH6 Special Agents (2 figs) 
SH7 Adventurers (2 figs) 


CITADEL 
FANTASY SPECIALS 


Additions to the range of Dungeon inmates 
and artifacts. 

FS30 Naked Girl in Restraining Device .30p 
FS31 Lion's Head Fountain 

FS32 Magic Items 

FS33 Witch's Items 

FS34 =‘ Treasure Items 

FS35 
FS36 
FS37 
FS38 
FS39 
FS40 
FS41 
FS42 
FS43 
FS44 
FS45 
FS46 
FS47 
FS48 
FS49 
FS50 
FS51 
FS52 
FS53 


Large Centipede 
Large Spider 
Large Beetles 
Large Bugs 
Large Grubs 
Large Worms 
Large Ant 

Large Slug 


Sleeping Dog 

Dragon Eggs 

Large Scorpion 

Large Statue 

Dwarf Guardsman in Plate 


FS54 
FS55 
FS56 
FS57 
FS58 
FS59 
FS60 
FS61 
FS62 
FS63 
FS64 


Village Idiot 
Innkeeper 
Innkeeper’s Wife 
Serving Wench 
Villager 
Villager’s Wife 
Village Children 
Store Keeper 
Money Lender 


cSs15 


RAL PARTHA 
COLLECTORS SERIES 


Masterpieces in miniature. This range is ac- 
claimed as the finest quality range of fantasy 
figures yet produced. Each is superbly and 
accurately detailed. 

cs1 Wood Elf with Bow 

css Wood Elf Cavalry with Spear . . 

CS6 Sea Elf Standing with Spear. . . 

CS7 Sea Elf Advancing with Spear . . 

cs9 Sea Elf Striking with Axe .... 
CS10_—_— High Elf with Sword 

CS11_~—- High Elf Advancing with Sword. 
CS12_~— High Elf with Spear 

CS14 _—_— High Elf Archer 

CS15_— High Elf Cavalry with Great 

Sword 

Elfin Cavalry with Bow 

Elf Command Group Trumpeter 

Elf Command Group Standard 

Bearer 

Elf Command Group Officer . . 
Dwarf Striking with Spear. ... 
Dwarf with Two-Handed Sword. 
Dwarf Striking with Axe 

Dwarf Striking with Hammer . . 
Dwarf Striking with Mattock . . 
Dwarf Command Group 


CS16 
CS19a 
CS19b 


CS19c 
CS31 
CS34 
CS35 
CS37 
CS38 
CS39a 
CS39b 
CS39c Dwarf Command Group Standard 
Bearer 

Dwarf Command Group 
Chieftain 

Hobgoblin with Scimitar 
Hobgoblin with Morning Star . . 
Cloaked Hobgoblin Archer. . . - 
Hobgoblin Archer Loading. .. - 
Hobgoblin Archer 

Hobgoblin with Falchion 
Hobgoblin with Two-Handed 


CS39d 


CS60 
CS61 
CS62 
CS63 
CS64 
CS65 
CS66 


CS67 
CS68 
CS69a 


Hobgoblin with Club 
Hobgoblin with Halberd 
Hobgoblin Command Group 
CS69b Hobgoblin Command Group 
Horn Blower 

Hobgoblin Command Group 
Standard Bearer 

Hobgoblin Command Group 
Chieftain 


For your Citadel Catalogue, just send us a 
stamped (1314p) S.A.E. +25p in stamps. MAIL 
ORDER CHARGES: UK: Please add 10% p&p 
(Minimum 10p; Post Free over £10). OVER- 
SEAS: Please add 33% p&p 

TRADE ENQUIRIES WELCOME 

All orders despatched same day. 


Stop Press 


CS69c 
CS69d 


» Complete lists of all new and old Asgard 
Miniatures available by Mail Order. Send 
stamped addressed envelope for full lists. 
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Editor: lan Livingstone 

Features Editors: Albie Fiore 
Steve Jackson 

Editorial Assistant: Andy Slack 

Cover: Angus McKie 

Artwork by: Emmanuel, Fangorn, Jim 
Pitts, Alan Hunter, Russ 
Nicholson, Mary Common 

Production Artist: Robert Owens 

Paste-up Artist: Mary Common 

Published by: Games Workshop Ltd. 
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2° DWARF... 


The fact that role-playing games 
pay so much attention to alignment 
in the initial set-up is, | think, to 
be taken tongue-in-cheek. How 
many players actually play to their 
alignment? Do they stop to con- 
sider whether they are /awfu/ good, 
neutral good or lawful neutral be- 
fore rushing into the tavern to dec- 
imate the dwarfs quietly having 
lunch? Do they stop to compare 
alignments with wandering mon- 
sters? 

Of course not all players belong 
to the hack and slay society, but 
then is it necessarily so bad to do 
so? Many people will shout that it 
is not realistic to attack everything 
on sight. But it could be argued 
that the very nature of role-playing 
games provokes such play as, after 
all it is fantasy, so why not have a 
little fun while you are at it? Why 
obey the codes of the real world? 
| would be interested to learn how 
many readers stick absolutely to 
their characters’ alignments. So if 
you do happen to enjoy a bit of 
irrational blood and gore, but tend 
to write /awfu/ good innocently on 
your character’s record sheet, think 
ahead! 


east 


FEATURES 


8 Dungeons & ... Dragoons 
Troops through the Ages in D&D 


Philip Masters 


12 Star Patrol 


Scout Service in Traveller Andy Slack 
18 Grakt’s Crag , 

A Complete D&D Mini-Module Will Stephenson 
27 Conversion 


A New Clerical Ability Roger Musson 
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14 Character Conjuring 
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21 News 

22 + Fiend Factory 
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All subject matter in WH/TE DWARF is 
copyright of the publishers Games Workshop. 
All rights on the entire contents of this publica- 
tion are reserved and nothing may be repro- 
duced in whole or part without prior consent of 
the publishers. © Games Workshop 1980. The 
Opinions expressed in the articles and reviews 
are those of the authors and reviewers and not 
necessarily those of the publishers. 

Display advertising rates and trade enquiries 
available on request. 

Contributions: The Editor will be pleased to 
consider any previously unpublished articles or 
artwork for inclusion in WH/TE DWARF. 
Contributions should be typed, double-spaced, 
on one side of the paper only 


Overseas Distributors: 
N. America: TSR Periodicals, POB 110, Lake Geneva, WI 53147. 
E. Australia: Models & Figurines, 162a Willoughby Road, Crows Nest, N.S.W. 2065. 


Subscriptions: 

Remittances should be sent and made payable to GAMES WORKSHOP, 1 Dalling Road, London W6 
(Tel: 01-741 3445). WHITE DWARF is published bi-monthly. Annual subscription rates are: 
UK — £5.00; Europe — £7.00; USA — £18.00 (airmail) ; Other — £8.00 (airmail). 

Subscription Notice: 

Please note your personal subscription number shown on the envelope address label. Please quote 
this number in all future correspondence regarding renewals, queries, etc, This subscription number 
is held on computer file, and failure to quote it may result in delay in dealing with queries. 

Back Issues: 

Back issues of WHITE DWARF Nos. 14—18 are still available at a cost of 60p+10p p&p each 
($3.00 each including airmail postage overseas). Issue 19 available at 75p+10p p&p ($3.25). 


Authentic Historical Troop Types in Underworlds 
and Wildernesses. 


agi: 
MTL 


he majority of role-playing games take place in 

vaguely “high medieval” universes. A world of 

knights and bishops, feudal keeps and fifteenth- 

century technology is implicit in Dungeons & Dragons, 
explicit in Chivalry & Sorcery. To be sure, Glorantha and Tek- 
umel have their own characteristics and the science fiction 
based games are another matter again, while both D&D and 
C&S take the Middle Ages as they saw them, rather than as they 
really were — hence the monsters and the magic. But only one 
small part of European history justifies plate armour and 
jousting without gunpowder or heavily centralised govern- 
ment. Strangely, however, some umpires import troop-types 
as well as monsters from other eras and areas, while others 
drop unfortunate characters through time-warps and dimensional 
nexus-points into very different settings. Some such encounters 
are pure fantasy — | know of both German stormtroopers and 
U.S. marines on the loose down underworlds — but it is possible 
to find historical warriors who can provide our plate-clad, 
spetum wielding heroes with a fair fight; the notes that follow 
describe a few possibilities. 

The troops described are my attempt to give a general 
impression of the typical warrior of one area and time. Re- 
member that most armies varied in quality and equipment 
over time, and virtually all employed auxiliaries, scouts, 
supports, levies and guards, who would be very different from 
the “typical’’. (About half the Roman army was made up of 
auxiliary skirmishers or cavalry; this article mentions only the 
famous legions.) To a certain extent, also, these notes show 


GOONS? 


nations as they saw themselves, rather than as we see them; 
hence the Romans are supremely disciplined, Picts have druidic 
leadership, Vikings have lycanthropic berserks, and so on. 
This, it is felt, matches the ‘““medieval-romantic” view of med- 
ieval troops taken in the published rules, with their saintly 
paladins and miracle working priests. 

Troops are defined in a number of ways: 


Quality: 
This will be one of four ratings: 


Poor: Troops will be 75% O-level fighters; 20% 1st-level; 
and 5% 2nd-level. 

Average: Troops will be 50% O-level; 30% ist-level; and 20% 
2nd-level. 

Good: Troops will be 40% O-level; 30% 1st-level; 20% 2nd- 
level; and 10% 3rd-level. 

Elite: Troops will be 20% O-level; 25% ‘st-level; 30% 


2nd-level; 15% 3rd-level; and 10% 4th-level. 


Armour Class 

AC in all these ratings is based on the Advanced D&D system; 
it is left to umpires to make any adaptions necessary for other 
systems. The class given is that of a normal man in the most 
prevalent type of armour in the force. 


Alignment (Gods) 

This is a very rough guide, given that any man is free to choose 
in such matters. All that is attempted is a rough guess at the 
position of the troops’ civilisation on the Law/Chaos, Good/ 
Evil axes, with, in parentheses, the name of the god(s) or powers 
most likely to be worshipped by the troops. Note that, although 
Gary Gygax regards both Olympus and Gladsheim as Chaotic 
Good, many of the deities involved must be rated very Lawful 
and/or Evil. Note too that few civilizations regard themselves 
as basically Evil, or even Chaotic, although those following 
individualistic codes of honour or chivalry are probably best 
rated as Chaotic Neutral or Chaotic Good. 


Organisation 

This is rated on a five-point scale, 1 indicating a rabble of near- 
uncontrollable individuals (e.g. berserks), 5 a tightly-knit, 
well-disciplined elite. 


Morale 

Also rated on a five-point scale: 1 suggesting quivering peasants, 
5, unshakable heroes. Men particularly prone or immune to 
being worried by displays of sorcery are noted as such. 


Weapons (Adjustments) 

This lists the troops’ usual equipment, or their nearest equiv- 
alent in the D&D Players’ Handbook \ists. Some troops were 
especially good with particular gear; a few were notably bad. 
Such specialities have been indicated by bonuses (or penalties) 
“to hit” (VOT on damage). 


And so to cases. Only pre-gunpowder armies have been con- 
sidered; rules for firearms in D&D don’t appeal to me! 


EGYPTIANS 

Quality: Average 

Armour Class: 9 

Alignment (Gods): Lawful neutral (Egyptian Pantheon) 
Organisation: 3 

Morale: 3 


Mixed; all have daggers and one other 
(see below) 


Weapons (Adj): 


Middle-Kingdom Egyptians were able, disciplined troops, 
infantry with a spinkling of light two-man chariots from which 
fought the noble E/ite; all would tend to feel contempt for non- 
Egyptians, and magic would hold few terrors for followers 
of their potent religion. Weaknesses include arrogance, over- 
confidence and bronze weapons — umpires may develop their 
own rules on these, but remember that a good bronze blade 
is better than a poor iron one. Little or no armour was available, 
but all save archers bore leather shields of various sizes. Many 
different types of weapon were known to the Egyptians; reckon 
on perhaps 40% of units carrying spear, 20% bow, 15% three 
javelins, 10% sling, 5% long sword, 5% maces and 5% battle 
axes, with archers and battle-axe men AC10. 

Allow for one officer per 20 men, a third-level fighter with 
mace and shield. 


ASSYRIANS 
Quality: Good 
Armour Class: 5 


Alignment (Gods): Lawfu/ neutral, evil tendencies (Assyrian 
pantheon, notably war gods). 

Organisation: 5 

Morale: 4 

Weapons (Adj): Mixed; see below 


The Assyrians were an unashamedly aggressive, arrogant nation 
with one of the best armies in history. A wide range of armour 
and equipment was known and used, giving possible AC ratings 
from 4 for a few “ultra-heavies” to 10 for light skirmishing 
archers. 5% of units would be E/ite guards with AC5 with shield, 
short sword, spear, bow and dagger; 60% would be other heavy 
types with spear and shield or bow (all have sword or mace 
and dagger) and the rest, light skirmishers with javelins, slings or 
bows. Similarly equipped but shieldless men rode horses or huge 
chariots. 

Officers — one per fifteen men — would be fourth level 
fighters with mace and shield. 


HEROIC-ERA GREEKS 

Quality: Elite 

Armour Class: 6 

Alignment (Gods): Chaotic good (Olympian pantheon). 
Organisation: 2 

Morale: 5 


Weapons (Adj): Spear, javelin, short sword (+1); 40% add 


short bow (+2) 


These are the Greek nobles of the Iliad and the Odyssey of 
Homer; they fought on foot or from light chariots, with support 
from large numbers of spear or sling-armed peasants (0-level). 
Armour was primitive bronze plate and bronze-faced shields, 
and most weapons were also bronze. There is a 15% chance 
that any group would have a paladin leader of level 3—12, 
with 15% chance of magical arms or armour. 

Greek warriors of this era would be confident and pre- 
pared to fight sorcery if necessary. The Odyssey is recommended 
for further reading. 


GREEK HOPLITES 


Quality: Good 

Armour Class: 5 

Alignment (Gods): Lawful good (Olympic Pantheon) 
Organisation: 5 

Morale: 4 


Weapons (Adj): Spear (+1), short sword 

These were the well-drilled citizen militia of the later Greek 
city-states; they operated with long thrusting spear in close 
order. Shields were large and bronze-faced, armour could be 
leather, canvas or bronze, and weapons (as with all troops 
described hereafter) were iron. Support came from light troops 
of variable quality and inferior cavalry. 

From the time of Philip of Macedon (Alexander the Great's 
father) on, Macedonian tactics came to predominate. These 
involved re-arming with pikes and small shields, and an im- 
provement in the quality of support troops. 


The famous Spartans were generally better armoured and 
should be rated as Elite quality. 

One man in four (1st level or better) would have NCO rank. 
For every twenty men, there would be an officer (first to fourth 
level) of respectable intelligence and wisdom. 


PERSIAN IMMORTALS 


Quality: Elite 

Armour Class: 5 

Alignment (Gods): Lawful good (Auramazda) 
Organisation: 4 


Morale: 9 
Weapons (Adj): Spear, dagger, short comp. bow (+1) 
The Immortals (so called because unit numbers were always 
kept constant, casualties being replaced immediately) were the 
elite palace guard in the early days of the Achaemenid dynasty. 
They wore iron scale armour and rich robes, and carried wicker 
shields. Support came from cavalry, other infantry and chariots 
of distinctly variable quality. 

Fourth level fighters would act as officers, and would be of 
fair intelligence. The Persian religion before Islam was highly 
lawful and strongly opposed to the chaotic power of magic. 


HAN CHINESE 

Quality: Average 

Armour Class: 6 

Alignment (Gods): Lawfu/ neutral (Chinese pantheon) 
Organisation: 5 

Morale: 3 


Weapons (Adj): Long sword, plus spear (50%), polearm 


(30%) or heavy crossbow (20%) 


China has been ruled by many dynasties with many different 
types of army; the Han, who ruled from the 2nd century B.C. 
to the 2nd century A.D., were one of the most able and military- 
skilled. The heavy infantry backbone of the army was well 
supported by lighter foot, heavy and light cavalry and chariots, 

Armour was leather reinforced with iron rings, and wooden 
shields were employed. Polearms included halberds, glaives, 
guisarmes and related types. Lighter troops made effective use 
of bows, crossbows and other missile weapons. 

For every ten men there would be a third level officer of 
good intelligence and wisdom. 

Note that earlier Chinese dynasties had feudal armies with 
nobles fighting from ornate heavy chariots, followed by mostly 
inferior infantry, while later armies tended to use mainly heavy 
cavalry of varying armament and skill. 

Chinese religion and philosophy is a complex subject, but 
is based on the idea of a highly ordered, “lawful” society. 


ROMAN LEGIONARIES 

Quality: Average (45%) or good (55%) 

Armour Class: 4 

Alignment (Gods): Lawful neutral tending to good (Greek & 
Roman pantheons, Mithras, many others) 

Organisation: 5 

Morale: 4 

Weapons (Adj): Pilum {see below), dagger, short sword (+2) 


These were the famous legionaries who carved out and kept 
the Roman empire. They were highly disciplined and trained, 
although some units sank below par (and some others were 
very good indeed), and carried large wooden shields and good 
weapons. Armour was segmented iron, roughly equivalent to 
chain mail. The pilum was a heavy javelin, barbed and with 
a soft iron shaft which bent after use, making it useless for 
throwing back. It cannot be used at long range, but if it is 
thrown at a shielded man and misses, it has a 20% chance of 
lodging in his shield and making it useless (1 to 4 rounds to 
dislodge if the shieldbearer stops to try). 

Support came from a wide variety of cavalry and light 
infantry (NO chariots — these were used for racing only!), 
mostly with javelin or bow. Later, more use was made of such 
light forces, and the legions had to make do with leather armour 
instead of metal. | 


DUNGEONS &. . .DRAGOONS? 


Bodies of eight or more legionaries would have a 50% chance 
of being commanded by a centurion — an NCO of fair intell- 
igence and high wisdom, second to fifth level, with sword and 
dagger only. 

The Roman empire was strongly aligned to order and law, 
but legionaries had a high degree of freedom of religious choice; 
soldier-gods such as Mithras were apparently preferred. 


CELTS 

Quality: Average 

Armour Class: 93 

Alignment (Gods): Neutral or chaotic neutral (Druidic or 
Celtic pantheon) 

Organisation: 7 

Morale: 4 


Weapons (Adj): Two javelins, long sword 


The Celts included both the Gauls and the Britons of pre-. 


Roman conquest times. They were brave warriors, but rather 
lacking in tactical intelligence — in short, they just charged 
the enemy as soon as possible. Armour was scarce, but large 
wooden shields were standard. Supporting troops were light 
missile infantry and noble light cavalry. 

Generally, the best fighters present served as leaders, but 
chiefs and priests may be included as for tribesmen in the 
Monster Manual .. . British chieftains rode light chariots. Make 
50% of Celtic tribes have Druidic priests, the other 50%, more 
normal chaotic clerics. 

(Note; fans of Asterix the Gau/ may have their own ideas 
as to how to organise Celts...... ) 

’ 
The following races can also be considered here: 


Germans fought similarly to Gauls, but were still more primitive 
and even more ferocious; 10% may be considered berserkers 
(see Monster Manual). Weapons were javelin, spear and dagger. 


Picts were very primitive, woad-painted savages. All would be 
(Druidic) neutral. Nobles rode chariots, a fair number of archers 
were employed, and the rank-and-file had spear and dagger. 
Arrows were flint tipped but carried a weak poison; —1 to hit, 
but with a 40% chance of contracting some kind of disease from 
hits. Picts surprise on a 1-4 in outdoor situations and all have 
ranger tracking abilities. 
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Franks were similar to Celts, but not so impulsive; all can be 
classed as chaotic, and instead of javelins, they used heavy 
spears or throwing axes, both similar in effect to the Roman 
pilum. 


Visigoths were similar to Franks, but preferred javelins. 


OSTROGOTHS 

Quality: Average 
Armour Class: FA 

Alignment (Gods): Varies (varies) 
Organisation: 2 

Morale: 4 


Weapons (Adj): Two javelins, spear, broad sword 

These were the Gothic cavalry that helped destroy the Roman 
Empire. Armour varied from chainmail through leather to none, 
wooden shields were employed, and some of the spears may 
have served as cavalry lances. Lesser tribesmen served as archers. 

Generally, the highest-level men present lead, but exceptional 
types may be allotted as for steppe nomads in the Monster 
Manual. 

Originally, the Goths worshipped the usual chaotic tribal 
gods, but later they were converted to a neutral good variety 
of Christianity; note that this is regarded as a heresy by con- 
ventional Christians. 


HUNS 

Quality: Good 

Armour Class: 9 

Alignment (Gods): Chaotic evil (tribal deities) 
Organisation: 2 

Morale: 4 


Weapons (Adj): Two javelins, short comp. bow (+2), short 


sword (—1) 


The Huns fought China, Rome, and virtually everyone in 
between. They were a militaristic and savage race of light 
cavalry, living off their flocks and their victims. They conform 
to the class of steppe nomads in the Monster Manual in many 
ways. Apart from small leather shields, the only armour or 
protection was the miscellaneous loot picked up by a few 
nobles, who also used lances; others much preferred to skirmish. 

Many later steppe races, such as the Turks and the Alans, 
conformed to this description. 


BYZANTINES 

Quality: Average 

Armour Class: Z 

Alignment (Gods) Lawful good (Christianity) 
Organisation: 5 

Morale: 3 


Weapons (Adj): Long sword, three darts, heavy lance 
While not as ferocious as European knights, the cavalry of 
Constantinople were usually better drilled and more intelligent 
in their tactics. Horses might be barded, and mounted archers 
were often mixed into Jancer formations. 
Indeed, the better-trained if lighter-armoured early Byzantine 
cavalry carried bow as well as lance and darts. Infantry could 
be as well-armed as cavalry, with similar armour, long spears 
and darts. Light missile troops, both horse and foot, were also 
extensively employed, as were foreign mercenaries. 

One man in ten (determined randomly) should be con- 
sidered an officer of reasonable intelligence and wisdom. 

Note that although the city now known as Istanbul was 
renamed Constantinople in the days of the Roman Empire, 
its people still called themselves Byzantines! 


ARTHURIAN BRITONS 


Quality: Good 

Armour Class: 4 

Alignment (Gods): Lawful good (Christianity) 
Organisation: 3 

Morale: 4 


Weapons (Adj): Dagger, bastard sword, spear, two javelins 


Despite the Hollywood myth of plate-armoured idiots, there 
is good evidence that the knights of Arthur (or Arturus) were 
a real force, who fought for some time to hold back the Saxon 
invaders. They wore chain mail, carried wood-and-leather shields, 
and fought from horseback supported by a feudal levy of spear- 
men and archers. 

Third level fighters act as officers. For every man in a force, 
there is a three percent cumulative chance of an additional 
officer, level three to eight, with a forty percent chance of 
paladin status. 


CAROLINGIAN FRANKS 


Quality: Good 

Armour Class: 4 

Alignment (Gods) Lawful good (Christianity) 
Organisation: 3 

Morale: 4 


Weapons (Adj): Bastard sword, spear 
These were the knights of Charlemagne, or Charles the Great. 
They were raised by a feudal system, and so had a wide variety 
of infantry as support troops. Shields were large and wooden, 
armour was of several different types, and a few may have 
used lance rather than spear. 

For every man there is a four percent cumulative chance of 
an officer, AC3, level two to five, with a twenty percent chance 
of paladin status. 


VIKINGS 

Quality: Good 

Armour Class: 5 

Alignment (Gods): Chaotic neutral (Norse pantheon) 
Organisation: 2 

Morale: 5 


Weapons (Adj): Varied; see below 
The Vikings were a very varied bunch; even assuming that we 
are dealing with a fairly successful raiding party, armour can 
range from none to good quality splint mail, and weapons 
from dagger-and-bow to bastard sword, spear, javelins, hand-axe 
and pole-axe. If necessary, dice for the number of weapons 
borne by a man — from two to five — then select from those 
named above, plus long sword, broad sword, battle-axe and 
club; swords should be near universal, and bows and axes 
widespread, with the latter claiming a +1 adjustment. All fight 
on foot, of course. 

For every five men, include an additional berserk, level 0 to 
2, as per the Monster Manual, but each such has an (independent) 
5% chance of being a lycanthrope; either werewolf or wereboar 
(equally likely). Parties of twelve or more Vikings will have a 
leader-type, level four to nine, and a five percent chance of a 
cleric; 35% of these will be druids, 65% chaotic neutral. In 
either case, level is one to eight. 


MONGOLS 
Quality: Good 
Armour Class: 5 


Alignment (Gods): Neutral, varying tendencies (Mongol 


pantheon) 
Organisation: 4 
Morale: 4 


Weapons (Adj): Long sword, mace, axe (hand), heavy 
lance, short comp. bow (+2), long comp. 


bow (+1) 


The Mongols were one of the most powerful armies in history; 
each man was a ski:.2d and well-equipped horseman, either 
heavy cavalry lancer or lighter types with javelin. Support came 
from similar but less well organised or equipped steppe cavalry, 
or later from various kinds of infantry. Armour varied from 
splint with horse barding to leather. The lasso was sometimes 
used in melee. 

Mongol religion involved the worship of a number of nature- 
gods, and a healthy respect for, but not terror of, magic. 

Each Mongol has a four percent chance of being a chaotic 


good ranger. Third level men act as officers. 


SAMURAI 

Quality: Elite 

Armour Class: 4 

Alignment (Gods): Chaotic neutral (Japanese pantheon) 
Organisation: 7 

Morale: 5 


Short sword, bastard sword (+2), long 
bow (+1) 


Weapons (Adj): 


The Japanese Samurai knights were brilliant individual warriors, 
but their obsession with individual codes of honour and bravery 
could prevent effective use of any complex group tactics. How- 
ever, Samurai would never show fear or surrender. 

Japanese armour was intricate and highly useful, being 
flexible but strong and comprehensive. Shields were not em- 
ployed, as the preferred weapons were used two-handed. Note 
that the short sword was generally more ceremonial than any- 
thing, although quite usable, and that a few spears and pole- 
arms were also known. Support troops were mainly infantry, 
ranging from peasant spearmen to well-equipped professionals. 

Two percent of a Samurai force might be unusual types; 
one percent paladins, one percent ranger. In addition, any group 
has a ten percent chance of a leader of fourth to thirteenth 
level. 

We may also note here the Ninja, the historical group coming 
closest to the D&D “‘assassin’’ character class. If the rather 
superfluous Ninja character class is not being employed, treat 
these specialist killers as assassin guilds, but with guild head- 
quarters more often hidden in a wilderness area than inside 
cities. Weapons are as per Samurai, with the addition of mini- 
ature darts and bows capable of easy concealment about the 
person. As the Ninja carefully studied any and every method 
of concealment and murder, 1—6 members of a community 
will rate as monks of levels one to eight, and there is a forty 
percent chance of one to three illusionists; the first as a fourth 
to seventh level master, the others as apprentices of level one 
to four. 


AZTECS 

Quality: Good 

Armour Class: 7 

Alignment (Gods): Lawful neutral (Aztec pantheon) 
Organisation: § 

Morale: 4 


Weapons (Adj): Spear, “sword-club” (see below) 

The Aztecs were perhaps the most sophisticated stone-age 
culture in history; they created a remarkably complex society, 
empire and army, yet without horses, oxen or camels, and with 
weapons and tools edged only with obsidian (which actually 
does a great deal of damage to flesh, although —1 against 
heavily metal-armoured opponents). 

Armour was made of padded or quilted vegetable fibres, 
and shields were of hide; all equipment was highly decorated 
and patterned. Offensively, heavy spears and javelins were 
employed, the latter being given an increased range (say 50% 
extra) by means of a “throwing stick” akin to that employed 
by Australian aborigines. The “sword-club” was a flat, heavy 
wooden weapon, edged with obsidian, which can be equated 
in effect to a battle-axe. Light support infantry would have 
short bow or sling and club. 

For every twenty men, there will be an additional officer 
of level five to eight, with a twenty-five percent chance of being 
a cleric; religion played a key role in Aztec society, and one 
of the functions of warfare was to obtain victims for human 
sacrifice, which was deemed necessary to feed the gods for their 
struggle against darkness and chaos. War-gods, Sun-gods and 
Earth-gods were amongst the most important. 

Aztec youths were brought up in Spartan conditions and 
well trained for warfare. Their belief in a warriors’ heaven, 
combined with the money and position awarded to » 
great warriors, ensured bravery and determination, but ng 
Aztecs, being used to victory, were easily disheart- \ya4 
ened by defeat or unfavourable omens. ey, 
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Scout Service in Traveller by Andy Slack 
“How do you tell a youngster raised on the 3V serials 
that you're still alive only because you ran away with 
less provocation than the other five guys — and you’re 
rich because youve got their shares as well?” 

Shel Meldol, [TSS (Retd.) 


BACKGROUND 


The Scout Service of the Imperium has many tasks; probably 
the most widely known is its survey function. Traveller Book 7 
provides _a-character generation system for general adventurer 
characters; this article presents an expanded procedure for more 
experienced Scouts of the Survey Arm. 

The Scout Service Survey Arm performs astronomical and 
planetological surveys of unexplored subsectors. If Lost Colonies 
or alien life-forms are discovered in the course of these surveys, 
the Service makes recommendations as to the advisability of 
contact, exploitation, and trade. Suitable planets are re- 
commended for colonisation, in which case the Service provides 
liaison personnel to advise and protect new colonists. Due to 
their intimate knowledge of certain systems and superior sensor 
equipment, Scout personnel are often seconded to the Navy as 
pathfinders, guides, or interpreters; particularly if aliens or 
ecology-disrupting modes of assault are to be involved. 

Retired Scouts are much in demand by the smaller govern- 
ments and larger corporations of the Galaxy for their own 
exploration/exploitation projects. Such projects tend to be less 
fastidious than the Imperium about possible effects on local 
ecologies and populations. 


NOTE ON SKILLS SS 
To conserve space, definitions of the skills acquired have not 
been included; therefore, persons using this article will need: 
1) Traveller, Book 1 

2) Mercenary, Traveller Book 4 

3) High Guard, Traveller Book 5 

4) Citizens of the Imperium, Supplement 4 

If Mercenary and High Guard are not used in your campaign, 
this article will probably give Scout characters too great an 
advantage over other classes. 


Weapon Combat 
This skill may be taken as Blade Combat, Gun Combat, or 
Brawling at the player’s discretion. 


SSS ENLISTMENT 
A throw of 7+ on 2d6 is required to enlist in the Scout Service. 
A DM of +1 is allowed for Intelligence 6+, and a DM of +2 is 
allowed for Strength 8+. These DMs are cumulative. 


==ACQUIRING SKILLS AND EXPERTISE 
Upon enlistment, a character embarks on a term of service 
lasting four years. This is divided into four one-year assign- 
ments. Characters determine their assignment each year, then 
resolve all actions pertaining to it. Upon completing the fourth 
assignment, the character has concluded one four year term, 
and may attempt to re-enlist (a throw of 3+ on 2d6 is required) 
or elect to muster out. 
Specialities 
When first enlisting,.a character determines in what capacity 
he will serve the Scouts by rolling 1d6 and consulting the 
Speciality Selection table below. DMs: +2 if Intelligence 10+, 
—2 if Intelligence 5—. A further DM of +2 is allowed at the 
character’s option if his Education is 11+. 

The six Specialities of the Survey Arm are Security, Support, 
Flight, Geology, Ecology, and Contact. 
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SPECIALITY SELECTION 


0 Security Security Specialists are charged 
1 Security with protecting the personnel of 
2 Support the other five groups from hostile 
3 Support life-forms and other hazards; 
4 Flight Support Specialists ensure the 
5 Geology continued functioning of the 
6 Ecology many and varied items of high- 
7 Contact technology equipment used by 


the Service; Flight Specialists 
have the responsibility of delivering the other groups to their 
destination intact. The first three groups are therefore concerned 
with enabling the personnel of Geology, Ecology and Contact 
to perform their tasks free from distraction; these tasks are 
respectively mineral resources surveys, surveys of current and 
potential flora and fauna, and liaison with local cultures. 

Flight Specialists are also concerned with Remote Sensing 
of systems and the construction of astrogation charts. 

Once a Speciality has been selected, a character may only 
change it by cross-training in the Speciality he wishes to transfer 
to, then re-enlisting in that speciality at the beginning of a new 
four year term. 

Basic and Advanced Training 
This occupies the first assignment of the first term. The char- 
acter rolls for two skills on his Speciality Skills Table. 


ASSIGNMENTS ees 
Each assignment is resolved separately. This is a three-stage 
process: first, the character determines if he has been placed 
in command of a Scout team. Roll 2d6; if the result is less than 
or equal to the character’s current Grade, he has been placed 
in a command position. Second, the character rolls 2d6 on the 
Specific Assignments table to determine his assignment for that 
year; and lastly, the assignment is resolved. Four rolls (each on 
2d6) on the appropriate Assignment Resolution table are 
required: 


1. Survival: To survive an assignment, the character must roll 
the indicated number or higher on 2d6. Since duty in the 
Scouts is particularly hazardous, if exactly the number stated 
is thrown, the character has received some crippling injury in 
the line of duty, One of his physical characteristics is reduced 
by one point (roll 1d6: 1,2 = Strength, 3,4 = Dexterity, 5,6 = 
Endurance) and his next assignment is automatically to a Base 
Hospital, where he spends the year recovering. However, since 
the Service does not believe in wasting manpower, roll 4+ on 
1d6 to receive a level of expertise in each of the following skills: 
Admin, Computer, Instruction. 

Optionally, characters failing to make their survival roll 
are allowed a saving throw against death. If a character rolls his 
Endurance or less on 2d6, he is considered not to have been 
killed, but instead to be so severely maimed that he is granted 
an honourable discharge on medical grounds. He musters out 
immediately, without completing any remaining assignments 
of that term; he does not dice for Bonuses, Promotion, or Skills 
for that assignment, and Strength, Dexterity, Endurance, and 
Intelligence are reduced by one point each. 


2. Bonuses: Characters may receive Bonuses for ingenuity. 
If the indicated number or higher is rolled, a Science Bonus 
is awarded. The character is allowed a DM of +1 on the next 
roll for promotion. If the number rolled is at least three higher 
than the indicated number, a Prize for Outstanding Contrib- 
ution to Science is received. This allows a DM of +2 on the next 
promotion roll. If the number rolled is at least six higher than 
the number stated, a First Contact Bonus is received. The 
winner of a First Contact Bonus immediately receives +1 
Social Standing, is allowed a DM of +3 on the next promotion 
roll, and may choose his next assignment. 

A character who has consistently been awarded at least 
one Bonus per term of Service receives a DM of +1 when rolling 
for benefits upon mustering out. 


3. Promotion: There are no actual ranks in the Scout Service; 
a fluid structure assigns individuals on a basis of ability. How- 
ever, an individual’s Pay Grade increases with experience and 
reponsibility. The Pay Grades used in this article are exactly 
parallel to the Enlisted ranks in Mercenary and High Guard; 


they range from G1 to G9. Promotion may be gained as often 
as once per assignment; and by long-standing tradition, any 
Scout (except Security Specialists) returning from a Survey 
mission is automatically promoted one Grade. 

A roll on 2d6 at least equal to the stated number indicates 
that the character has been promoted one Grade; on a roll of 
exactly 2 or 3, however, the insubordination for which Scouts 
are rightly famous has caused the character to be reduced one 
Grade as a disciplinary action. A Scout reduced in Grade to GO 
musters out immediately, and loses one point of social standing. 
4. Skills: A character may receive skills if he rolls the indicated 
number or higher. Which Ski// table is to be consulted depends 
on the current assignment and the character’s Speciality. 

Any character may opt to roll on the Scout Life table 
or his Speciality Skills table regardless of current assignment. 
If the character was placed in a command position, he may roll 
on the Command Skills table. \f the assignment on which the 
skill was gained was Battle, Pathfinder, or Colony Protection 
the Combat Skills table may be used; if the assignment was 
Covert Survey, Colony Assessment, Colony Protection or 


Training the Hole Life table may be used; the Ship Life table, 


if the assignment was Battle, Pathfinder, Recon or Survey. 


——==DE FINITION OF ASSIGNMENT TYPES Soo= 
Battle 

The character has become involved in a naval or ground battle 
as a “military adviser”. 

Covert Survey 

The character has infiltrated a society which is as yet uncon- 
tacted in order to assess its likely interaction with the Imperium. 
He may recommend Interdiction. 

Pathfinder 

The character, because of his intimate knowledge of local space, 
has been selected to spearhead a planetary assault, guiding in 
the first wave of troops dropped. 

Recon 

The character has been ordered to make a deep penetration 
data-gathering sweep through hostile or potentially hostile space. 
Colony Assessment 

Following reports by a Survey team, the character has been 
picked to assess the suitability of a potentially useful planet 
for colonisation or exploitation. 

Colony Protection 

The character has been detailed to protect and instruct the 
personnel of a new colony. 

Training 

The character has been recalled to Base for advanced training 
in his Speciality, 

Survey 

The character has been assigned to a mission which will map 
a new subsector, and search it for useful planets. 

Special Duty 

Roll 1d6 to determine the type of Special Duty: 


SPECIFIC ASSIGNMENTS 
Assignment Die Roll — Assignment 
Battle Training 
Covert Survey Survey 
Pathfinder Survey 
Recon Survey 
Colony Assessment Special Duty 
Calony Protection 


Die Roll Security: 


Covert Path- 


5+ 
10+ 
B+ 
7+ 


8+ 
11+ 
5+ 
5+ 


Survival 7+ 
Bonus 12+ 
Promotion 6+ 
Skill 6+ 


Abbreviations 

Weapon Combat; may be taken as Gun Chbt, Blade 
Cot or Brawling. 

Zera-G Chbt. (Mercenary, Traveller Book 4). 

Heavy Weapons (Mercenary, Traveller Book 4) 
Vehicle; may be taken as any vehicle-skill except 
Pilot or Ship's Boat (High Guard, Traveller Book 5} 
Battle Dress (Mercenary, Traveller Book 4) 
Computer 

Jack-of-Trades 

Mechanical 

Electronics 

Gravitics (High Guard, Traveller Book 5) 
Prospecting (Citizens of the Imperium, Supple- 
ment 4) 

Vace Suit 

Ship’s Boat 

Navigation 

Engineering 

Combat Engineering (Mercenary, Traveller Book 4) 
Hunting is defined in Citizens of the tmperium; Commo, Demo, 
Recon, Recruiting and Interrogation in Mercenary; Liaison, 
Carousing, Ship Tactics and Fleet Tactics in High Guard. All 
other skills are as defined in Book 1. 


level 2+. 


Support, Flight: 
Covert Path- 


bouow 


Survival 6+ 4+ 7+ 
Bonus 12+ 
Promotion 6+ 
Skill 6+ 


114+ 
5+ 
5+ 


level 2+ 


Geo, Eco, Contact: 
Covert Path- 


6+ 
12+ 
10+ 
9+ 


Survival 5+ 3+ 
Bonus 12+ + 
Promotion10+ 9+ 
Skill 9+ 6+ 


ASSIGNMENT RESOLUTION 


Battle Survey finder Recon Ass Prot Training Survey 


DMs: Survival — +1 if Endurance 9+; +1 if any weapon skill 


Battle Survey finder Recon Ass Prot Training Survey 
3+ 


DMs: Survival — +1 if Endurance 9+; +1 if any Specialist skill 


Battle a, finder Recon Ass Prot Training Survey 


DMs: Survival — +1 if Endurance 9+; +1 if Survival 
Bonus — +1 if Intelligence 10+; +1 if Education 12+. 


1: Recruiting: The character has been assigned to Recruiting 

Duty, and Receives one level of Recruiting expertise. In 

addition, on a roll of 4+ on 1d6, a level of Admin expertise 

is gained. 

2: Cross-Training: The character rolls once on the Skil//s table 
of any Speciality except his own. He notes the fact of cross- 
training in that Speciality, and may opt to re-enlist in it 
at the beginning of his next four year term. 

3: Covert Survey School: Ostensibly a school training Scouts 
for Covert Survey assignments, it is rumoured that this 
school has other uses for its graduates; this is, however, 
officially denied. Up to eight skills may be received; roll 
5+ on 1d6 for each of the following skills: Forgery, Bribery, 
Interrogation, Streetwise, Admin, Weapon Cbt, Recon, 
Combat Engineering. 

Note that a Scout learning Weapon Cbt in this school 
may elect ‘to take one level of expertise in Bow Cbt. This is 
the only way in which a Scout may acquire Bow Cbt. (De- 
fined in Citizens of the Imperium). 

4: Colony School: This school teaches skills useful on Co/ony 

Protection or Colony Assessment assignments. Roll 4+ on 

1d6 for each of the following skills: Survival, /nstruction, 

Hunting, Prospecting. 

Synergy School: The character has been selected to receive 

instruction in a generalised, systems approach to heuristic 

problem-solving. One level of Jack-of-Trades expertise is- 
received automatically. 

6: Contact School: The character has been selected for train- 
ing in the art of contacting other cultures. Roll 4+ on 1d6 
for each of the following: Liaison, Carousing, Streetwise. 

Multiple School Assignments 
If a character is assigned to a school and already has a skill level 
of 3+ in one of the skills offered there, the assignment is instead 
to the school as an instructor; instead of dicing for the stated 
skills, the character receives one level of /nstruction expertise 
automatically. Characters may be assigned to a school any 
number of times. 


=== RE-ENLISTMENT AND MUSTERING OUTS} 
After completing four one-year assignments, a character has 


concluded a four year term, and may elect to muster out or 
attempt to re-enlist. Re-enlistment is allowed on a throw of 3+ 
on 2d6. If the dice roll a natural 12, the character must re-enlist. 

Mustering out, aging and retirement are conducted in acc- 
ordance with Traveller, Book 7. A character choosing this gener- 
ation system is not eligible for term skills as detailed in Traveler, 
Book 7. 


= SERVICE ADVENTURES 
An alternative to the standard Trave//er adventure format is to 
start a character from scratch, and “‘live out’’ his terms 
of Service as adventures; in this case, just dice up an 
assignments each game year and play through the 
important parts. \ 


SPECIALITY SKILLS 

Support Flight Geology Ecology 
Admin | Vace Prosp Hunting 
Admin Vacc Prosp Hunting 
Mech Admin Veh Survival 
Elec Commo Engnrng Veh 
Comp Sh Bt Prosp Comp 
Grav Engnrng Mech Medic 

B.Dress Medic Nav Elec Hunting 

Tactics J-O-T Pilot Comp J-O-T 
Ms: +1 if Intelligence 9+; +2 if Grade G4+ 


OTHER SKILLS 

Hole Combat 
Life Skills 
WpnCbht Fwd Obsv 
Wpn Cbht Won Cbt 
Wpn Cbt Demo 
Survival Recon 
Veh Cmb Eng 
Hunting , Medic 
Prosp Veh 
Gambling Wpn Cbt 
Carousing Pilot 
Leader J-0-T 


Security 
Wpn Cbt 
Wopn Cbt 
Zero-G 
Survival 
Hvy Wen 
Veh 


Contact 
Admin 
Admin 
Street 
Veh 
Comp 
Liaison 
Liaison 
J-O-T 


Col Col 


1 

2 

5+ S+ 6+ 3+ 3+ 3 
11+ 10+ 11+None 4 
8+ 8+ 7+ 8+ 5 
6 

7 

8 

D 


T+ Th Fe \ 6 O+ 


Scout 
Life 

Wpn Cbt 
+1 Str 
Carousing 
Gambling 
Survival 
+1 Dex 
+1 End 
+1 Intel 
+1 Educ Nav 

10 J-O-T Pilot 
DMs: +4 if Grade G6+ 


ERRATA: \n last issue's CRIMINALS article, DM's were 
omitted from Table 2: skills. On all tables, except the Ex- 
Criminal table, players roll 1d6 with DM of +0 to +6 at player’s 
choice; on the Ex-Criminal table, players roll 1d6 with a DM of 
+0 to +4 at player's choice and +2 if Education 8+. DM’s on 
‘the Criminal Activity Table for Con-Men are as for Assassins. 


Ship 

Life 

Vace 
Gambling 
Mech 

Sh Bt 
Elec 
Zero-G 
Commo 
Engnrng 


Command 
Skills 

Veh 

+1 End 

Won Cbt 
Survival 
Admin 
Liaison 
Carousing 
Ship Tactics 


Col Col 


4+ 
114+ 
B+ 
7+ 


4+ S+ 
9+ 114+ 
8+ 7+ 
7+ 7+ 


3+ 
12+ 
8+ 
5+ 


OOBNOanswn- 


Col Col 


3+ 4+ 4+ Auto 3+ 
12+ 8+10+ 12+ 8+ 

9+ Auto 9+ 9+ Auto 

9+ 5+ Gt 5+ 6+ 
—2 or better. 
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This issue our new regular feature expands upon an existing 
non-player character class . . . 


The Alchemist 


by Tony Chamberlain 


he alchemist is probably the most powerful and 

interesting of the non-player hireling characters used 

in Advanced Dungeons & Dragons, since he has the 

innate ability of producing magical items under the 
guidance of a magic user. His services may often,be called upon 
by player characters, especially magic users, to identify or 
construct magical items, and a clear understanding of his powers 
are essential. The Dungeon Master’s Guide gives brief details of 
the alchemist, which are expanded below. 


ALCHEMY 


Alchemy is based on the belief that the universe is a unity and 
is founded on the existence of First Matter. Alchemists believe 
that the characteristics of an object can be stripped away to 
reduce it to First Matter, to which other characteristics can be 
added. The four elements of fire, air, water and earth are the 
initial development of First Matter and the difference between 
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materials is caused by the differing proportions in which the 
four elements are combined in them. This theory is the heart 
of alchemy since it allows the possibility of transmutation by 
heating, cooling, vaporising or other treatments. No clear 
distinction is drawn between animate or inanimate, and research 
continues on parallel chemical and mystical lines; the supreme 
goal being to make the Philosopher’s Stone, which has the power 
of turning all things to gold. Alchemical operations are slow 
and taxing and might be repeated hundreds of times. In the 
course of this long toil, it is expected that the chemical de- 
velopment of the material will be accompanied by a corres- 
ponding spiritual development in the Alchemist. 


son Rebar 


CHARACTER ABILITY, RACE AND LEVEL 


The NPC alchemist is thus a powerful figure, since he combines 
certain of the skills of a cleric and magic user with his main 
interest of chemistry. All things pertaining to the four elements 
are his speciality and like the druid, the alchemist’s alignment 
must be absolute neutrality. He strongly resembles the magic 
user in terms of intelligence and dexterity, but is limited to six 
special levels of ability. Martial arts are totally foreign to al- 
chemy and restrictions on hit dice, armour and weapons as 
for MU’s will apply. The level and race of an available alchemist 
is determined by rolling percentage dice: 


Die Roll Level Race Die Roll 
01 —09 1 human 01 —70 
10 — 30 2 % elf 71 —85 
31 —60 3 Ye ore 86 — 00 
61 — 80 4 
81 —95 5 
96 — 00 6 


Other characteristics may be taken from the DMG. 


Note: Alchemists of ability level greater than 2 will only 
be found in large towns or cities. 


Alchemists may perform simple services, such as the detect 
dweomers, for a stated fee, if not otherwise engaged. More 
likely, they will enter into a contract with a magic user or cleric 
for a number of years, at a rate of 300gp per month, minimum. 


cepa 


SPELL CASTING 


Alchemists have a limited spell casting ability, as shown below. | 
Spell details are as detailed in the Players Handbook. 


Alchemist’s 

level: 

1: protect from evil, detect magic, detect invisible, detect 
illusion, pyrotechnics, detect good/evil 

know alignment, slow poison, stinking cloud 

fools gold, conjure elemental 

enchant a weapon, legend /ore 

transmute rock to mud, true seeing 

enchant an item, stone to flesh 


OOS wy 


Spells may be cast only if the alchemist is of an equal or higher 
level than the level of spell, according to the above table. One 
spell only may be cast per day, except those involving the four 


elements (pyrotechnics, conjure elemental) which may be cast 
at will (but not concurrently). 


Alchemists will certainly be sought out to cast information type 
spells. These must be charged for at the rates shown below. 
Note, Alchemists cannot cast spells unless within their laboratory. 


Spell Value in gp 
Detect good/evil 50 

Detect illusion 150 

Detect invisible 250 

Detect magic 150 
Enchant an item 1,000 per day 
Enchant a weapon 1,000 

Fools gold 200 
Identify 100 

Know alignment 250 

Legend lore 150 per day 
Protect from evil 200 

Slow poison 200 

Stone to flesh 2,000 
Transmute rock to mud 1,500 

True seeing 1,600 
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FABRICATION OF MAGICAL ITEMS 


A well equipped laboratory is essential for the production of 
magical items, including potions. Not only must suitable raw 
materials be available but also the apparatus for compounding 
them. A list of the more essential apparatus is given below and 


the maximum number of any given item, which may be present 
at one time, is given. Also shown is the percentage time-reduction- 
factor for each piece of equipment, since the help of an al- 
chemist in fabricating a magical item can result in the time 
taken being reduced by up to 50%. Depending on the funds 
available to the character hiring the alchemist, a suitable sel- 
ection of items may be made and the time-reduction-factors 
totalled. Totals above 50% count as 50%. This factor is then 
applied to the particular work in hand to give the completion 
date. Equipment becomes the property of the Alchemist upon 
completion of the hire period. Magical items which may be 
fabricated include Golems. 


Whilst the alchemist may cast, and therefore, charge fees for 
certain spells in the course of fabricating a magical item, a 
magic user (or cleric) of sufficiently high level of ability, must 
supervise operations if the operation is to succeed. The magic 
user may be absent for short periods (1 — 4 days) without 
jeopardising the work. 


Laboratory equipment Cost (gp) % Adjust Max. No. 
Furnace, calcination, brick 200 12 1 
Furnace, athanor, brick 150 10 1 
Furnace, solutory, brick 30 5 1 
Furnace, descensory, brick 150 10 1 
Pelican still, glass 20 5 2 
Curcubit, glass 10 2 10 
Solen, glass 5 1 10 
Alembic, glass 30 1 10 
Aludel, clay 10 2 | 
Thurible, brass 50 2 5 
Cupel, iron 5 1 10 
Crucible, iron 4 1 10 
Bellows, leather 4 2 3 
Bot-bar-bot, clay 15 2 2 
Sublimatory, glass 40 5 1 
Mortar & Pestle, clay 1 1 2 
Vase of Hermes, glass 40 4 2 
Flasks, glass 2 % 20 
Beakers, glass 2 % 20 
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LABORATORY EXPLOSIONS 


Alchemy is a hazardous profession and explosions are common. 
Every month, alchemists must save versus spell or suffer an 
explosion (treat as MU on “save” tables). Explosion magnitude 
is obtained with % dice: 


Explosion Magnitude Die Roll Save Throw Adjust 
1 negligible 01 — 40 +10 
2 small 41 —60 +2 
3 medium 61 — 80 0 
4 large 81 —99 —4 
5 catastrophic 00 —10 


Each item in the laboratory, including finished items, must be 
saved for (treat as fireba/l/) and spells in progress when the 
explosion occurs will be spoiled. 


Persons present in the laboratory must save versus 
weapon” or suffer damage from the explosion. Persons 
failing to save suffer 1d4 damage per level of explosion 
magnitude, i.e. in a “large” laboratory explosion, dam- 
age taken would be 4d4 per person. \ 
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OPEN BOX 
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OPEN BOX examines Science Fiction and Fantasy games and rulebooks 
currently in the shops. The reviews have been written by either 
independent authorities or members of the White Dwarf Test Panel. 


The OVERALL figure rates the game on a 1—10 scale taking all factors 
into consideration. 


Please note that reviews carried out by people not on the Test Panel do 
not receive a rating. 


DARK NEBULA 
Games Designers’ Workshop - £4.50 


Imperium Strikes Back! Dark Nebula, 
utilising the classic /mperium game 
system, portrays two cultures in conflict 
somewhere ‘out there’, in the proximity 
of a region of unexplored space known 
as the Dark Nebula. As is to be expected 
from GDW, quality of production is 
excellent. In addition to the 22 page 
rulebook and 1d6 the components 
include 120 die-cut counters and 8 
‘astromorphic’ mapsheets, the whole 
housed in the new small bookcase box. 

The rules are the tried and tested 
Imperium rules with a few additions and alterations to suit 
the new context. They are concisely written and presented in 
logical order with no ambiguities. There is a lot of repetition, but 
this eliminates the ‘see case iii, para. 2b’ syndrome, which infects 
many game rules, and allows complete comprehension of 
Dark Nebula’s mechanics in fewer sittings. 

The half-inch counters represent a multitude of ship types 
from scout to battleship. Each type is represented by a different 
ship silhouette and each side‘s silhouettes are different! To me 
this is a large step forward in the search for ‘realism’. 

The theatre of operations changes with each game, the eight 
geomorphic maps giving rise to a multitude of arenas of battle. 
Between three and eight of these maps are used each game, the 
players placing these alternately in an attempt to obtain an 
initial advantage over the opponent via the configuration of 
mapsheets. Improving on the original idea in Mayday, the maps 
are constructed such that they may be butted together to 
provide a contiguous grey on black hexgrid. Each of eight 
maps contains a handful of star systems interconnected by the 
familiar (to /mperium players) green lines representing hyper- 
space lanes, control of which is the crux of the game. 

The two players assume the roles of emperors of either the 
Aslanic Hierate or the Solomani Confederation, building ships 
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Dark 
Nebula 


and troops, negotiating with neutral forces and attempting to 
hire allies — and of course doing their utmost to annihilate 
the opponent. Unlike /mperium, there is no glory table and 
thus no chance of peace, Of the other differences between the 
games, the most pronounced is the opportunity to explore 
the Dark Nebula map. Each player may build an expeditionary 
ship to open the hyperspace routes to the worlds in the Dark 
Nebula. Exploration of these worlds may result in advances in 
weaponry, manoevrability, or an enhanced budget. If the 
Dark Nebula is the only link between the opponents, control 
of the Nebula worlds becomes a vital element in attaining 
victory. 

Dark Nebula is full of colour, reflected both in the sense 
of visual appreciation and of variety in play. The game is well- 
balanced, fast and furious, and deserves to be placed alongside 
its fore-runner as a classic. 


Overall: 9 Colin Reynolds 


THE AWFUL GREEN THINGS FROM OUTER SPACE 
TSR Hobbies - £5.50 


The Awful Green Things was orig- Sy 
inally presented in The Dragon No.» — 
28. The game proved to be very ; 
popular, hence this boxed version. 
It is a two player game requiring a 
minimum of time to learn, set-up, = 
and play (usual playing time is 30- J 
45 minutes). One player is the Aw- 
ful Green Things; by growing and 
multiplying he must try to take 
over the ship. The other player 
controls the 22 crew-members; he 
must try to stop the Awful Green 
Things by using both weapons and 
hand-to-hand combat. 

Each crew and AGT counter is printed with three numbers. 
These numbers represent movement factor, constitution, and 
hit dice. In combat, the hit dice of the attacker represents the 
number of dice rolled to try and equal or better the constitution 
score of the defender. If the attacker succeeds in rolling equal to 
or greater than the defender’s constitution, the defender is dead. 
If the attacker fails to roll the necessary number then he is un- 
successful in killing the defender. 

To begin the game, the crew members are placed in certain 
areas on the ship Znutar (most of them have a choice of at least 
two). The initial population and placement of the Awful Green 
Things are decided by two die rolls. Two crew members must 
then be moved to ‘discover’ the Aliens. The battle begins! 
The crew are much more agile than the AGT and have the use 
of various weapons (stun pistol, gas grenade, knives, and acid 
to name a few). However, the AGT are continuously growing 
and multiplying, and tend to overwhelm the crew by sheer 
numbers unless quickly stopped. This is the reason for the short 
game length; either the crew manages to smash the AGT before 
they become too powerful or the AGT overrun the ship; the 
crew must then try to escape the Znutar in the smaller craft 
aboard (the scoutship, saucer, and cockboat). 

The weapon effects determination is unusual. At the begin- 
ning of the game, the effects of the weapons (and these include 
various everyday items around the ship such as the fire exting- 
uisher, pool cue, communications beamer, and zgwortz, the 
crew’s food) are unknown. When one is first used, a weapon 
effect chit is drawn at random; each time this weapon is used 
during the game, this is the effect it has on the AGT. The 
weapon effect chits are printed with the following: 3,4, and 
5 dice to kill, 5 dice to stun, no effect, grow, shrink, and 1 die 
fragments. Each game is different as new chits are chosen in 
each game. 

Unfortunately, luck plays a large part in the outcome. 
{magine: you are the crew and it is about your third or fourth 
turn; almost all the weapons have either bad or mediocre 


effects on the AGT, a number of the crew are dead, and spread 
throughout the ship are 20 fragments (which later grow into 
babies and then adults). This is a good time to make a beeline 
for the escape craft. 

On the whole, | quite enjoy playing this wild and crazy game. 
The above example, | must admit, is a bit extreme as games 
usually tend to be fairly balanced and closely fought. 


Overall: 7 John Olsen 


HIGH GUARD (Book 5) - £2.95 
THE SPINWARD MARCHES (Supplement 3) - £1.95 
CITIZENS OF THE IMPERIUM (Supplement 4) - £1.95 


Game Designers’ Workshop 


Come Desgnens’ Whekshop Cate: Chesiggraces Weekahens aon 
The latest three booklets in the Trave//er series seem to contain 
something for everyone; taken together, they represent a major 
enlargement of the Trave//er universe. 

In High Guard, for example, the (interstellar) Navy receives 
similar in-depth treatment as Mercenary (Book 4) gave to the 
Army and Marines. The major sections are character careers, 
skills and so forth, starship design and construction, and starship 
combat. The booklet takes starship rules well beyond the orig- 
inal basic form of Book 2, by encompassing sections allowing 
all manner of types and sizes of vessel (up to one million tons!) 
including planetoids and major weaponry first touched on in 
Mercenary (meson guns, particle accelerators, and equivalent 
defensive measures). 

The net result is expansion in two major areas — firstly 
a much more detailed method of generating Navy characters, 
mainly useful in what one might term ‘mainstream’ Traveller 
activity — adventuring; secondly that large-scale fleet combat 
(including of course rebel fighters versus the Death Star if you 
wish) is more easily realized. In fact, like Mercenary, High 
Guard can be used as a set of miniatures’ rules completely 
separate from Traveller. Very little about the Imperial Navy 
and its constituent ships, though — in a later volume? 

The Spinward Marches provides an ‘official’ backdrop 
for Traveller campaigns, within which already published and 
future adventures are set. It covers sixteen subsectors — more 
than four hundred worlds — in a standard data format first 
used in The Kinunir (Adventure 1), together with maps of each 
subsector, At the end of the booklet is a reprise of all data 
definitions. Perhaps the most interesting features are the political 
and historical snippets in the introduction and heading each 
set of subsector statistics; they help define the nature of the 
Imperium and its neighbours in the Marches region of space, 
and | wish there had been room for more of this background. 
This is an essential booklet for anyone using Traveller material 
‘straight’. 

| was afraid that Citizens of the /mperium might turn out 
to be Son of 7001 Characters (Supplement 1) and was therefore 
pleasantly surprised to find that this booklet is rather more than 
a straightforward listing of further ready-made characters. The 
meat of the booklet is in the generation procedures for no less 
than twelve new character types, from nobles and diplomats 
to belters and pirates with one or two new skills where necessary. 
Many of these new types can be used as player-characters; 
essentially it does away with the Other category of the basic 


rules, and the Surface (wet) Navy and Flyers (the Air Force) 
are also included. Each type comes complete with relevant 
tables and forty ready-rolled examples. As a last bonus, the Bow 
Weapons rules from Snapshot are included. 

Overall, these three publications are excellent additions 
to the fast growing Trave//er library, with a high level of utility 
and sheer volume of information. Some of these Traveller book- 
lets are a real lesson in rules presentation, too. 


Overall: High Guard - 8 
The Spinward Marches - 9 


Citizens of the Imperium - 8 Bob McWilliams 


THE MYSTIC WOOD 
Philmar Ltd. — £6.95 


Don’t be put off by the trad- 
itional bad picture of a brawny 
hero preparing to cut his own 
leg off while a lascivious dragon 
gropes a nubile damsel with its 
tongue. What this crude box- 
art conceals is an excellent little 
game — The Mystic Wood. The 
players in the game take the 
parts of knights featured in 
medieval poetry — Roland, 
Perceval and the like. Each player takes a card which details the 
strength and prowess of his knight and also specifies the quest 
which that knight must complete to win the game, e.g. George 
must slay the dragon. 

The Wood is constructed using 45 large cards to form a 30” 
x 36” rectangular grid. These attractive and robust cards show 
the paths and glades of the Wood. All but three of these cards 
are placed face down at the start of the game and the knights 
start at one of the three, The Earthly Gate. Each knight, on his 
turn, may move along a path to an adjacent card, turning it 
over if necessary. If the path leads to an unexplored glade then 
the player draws from a small pack of cards. These cards nor- 
mally describe and illustrate a denizen of the Wood. Hostile 
denizens, such as the Wild Boar, will automatically challenge 
the knight and a fight may then ensue. 

Combat is resolved by adding the sum of strength and/or 
prowess to a die roll for each side — the highest total wins. 
If the knight wins then he will gain prowess or booty, this being 
shown on the inverse of the denizen card which is then stacked 
with the knight's card — a very neat idea. If the knight is van- 
quished then he is imprisoned in the Tower and must sub- 
sequently escape — another good touch. A knight is never 
compelled to risk this fate, though; he can always deal with a 
denizen in the best Monty Python style:— “Run away! Run 
away!” 

Not all denizens will challenge a knight. Many, such as the 
Princess, can be approached and this leads to many different 
consequences; some good, some bad. Other cards cause special 
events, such as the Mystic Wind or Mystic Horn, which provide 
some scope for ribald innuendo. Knights may fight with each 
other and, as the Wood becomes thoroughly explored and the 
quest items are revealed, there is much jousting and other 
rascality. It does not take long for a winner to emerge and most 
games should not last more than 1% hours. 

This game is similar to Terence Donnelly’s other fine ad- 
venture game, Sorcerer’s Cave, but is a much cleaner, tighter 
design. It is simple enough to be a good fun game but is 
sufficiently complex to allow the development of different 
strategies and interesting tricks. Most important, it seems to 
lack the aimlessness that characterises most of these adventure 
games. | recommend it highly. 


Overall: 9 Andy Davidson 
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GRAKTS CRAG 


by Will Stephenson 


An AD&D Mini-Module for experienced players with 
characters of 3rd level. A total of 7—8 player char- 
acters is recommended. 


Background (for DM only) 

Grakt’s Crag contains the tomb of the long-dead King Grakt 
and his Queen. The tomb was hidden and betrapped to prevent 
defilement and theft by tomb-robbers, who might have been 
attracted by the King’s treasure which was buried with him. 

About a year ago the nearby village was visited by Taamus, 
a polymorphed ogre mage, and his companion Krub, an except- 
ionally stupid umber hulk, who had heard of the tomb. 

Ascending the old path to the Crag, south of the village, 
Krub tunnelled the hole, mentioned below in the Players’ 
Introduction, into the tomb (1). The two penetrated as far 
as the elevator complex (11—16) which Taamus deemed too 
dangerous to try. Exiting the Crag, they went around to the 
south face, where Krub dug another tunnel (26), this time 
reaching the tomb itself, at which point Taamus decided to kill 
_Krub, but was maimed himself in the fight, losing some of his 
powers. 

Taamus has a natural fear of other spellcasters, and has 
either imprisoned or killed any magic users or clerics who have 
ventured to the Crag, using the bodies to feed fighters or thieves, 
whom he prefers to enlist as additional guards, if they are evil 
and able. 


DM's Notes 

1. MM denotes the monster is described in TSR’s Monster 
Manual; DMG denotes the item is described in TSR’s Dungeon 
Master’s Guide; WD denotes the item is described in the in- 
dicated issue of White Dwarf. 

2. Numbers in brackets are cross-references to other rooms. 

3. Taamus and Krub excavated features 1—8 and 21—28. The 
walls are rough and slippery, with the occasional claw-mark. 
A dank, mouldy smell prevails and the temperature is slightly 
warm, 

4. Features 9—20 are original parts of the tomb. Walls are 
smooth but non-slippery and cracked; the temperature is 
moderate to cool, and there is a stale odour. 


Players’ Introduction (to be related by the DM) 

The party have met at an inn in a smail village to the north 
of Grakt’s Crag, and are exchanging yarns of their adventures 
when the innkeeper overhears them, and in the course of the 
ensuing conversation he will tell them the following: 


That in the days of the ancient and powerful Empire of 
Colos, Kings were buried with their treasure in hidden 
tombs to prevent defilement. One such tomb is rumoured 
to be Grakt’s Crag. There is said to be a hidden entrance 
to it; an old disused path runs up the side of the Crag. 


Last year a man named Taamus arrived witha strange and 
bewildering creature; he stayed for a short while at the inn, 
then left. He has not been seen since, nor has his beast. 
Shortly after he left, a hole appeared in the side of the 
Crag by the disused path. 


Many adventurers have climbed the path, which is no longer 
safe, being prone to subsidence; none have returned, 
although occasionally pieces of rotting corpses or bones 
have been found nearby. 


Occasionally, a goat-herd or similar person will disappear 
on the Crag; further, some months ago a merchant caravan 
disappeared near the Crag. 
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Generali 
Unless otherwise specified, rooms and corridors are 10’ high. 


1. Just by a part of the old path which has crumbled in a 
landslide is a crude arch, with a passage leading into the Crag. 
As the last member of the party enters, a magic mouth activates, 
which says: “Die, foolish ones!’’ in Common, and laughs mock- 
ingly. The laughter slowly fades as the spell discharges. 


2. In the centre of this room is a pit, 20’ deep and stretching 
across the entire width of the room. The walls and floor of the 
pit are covered in patches of green slime (AC9; 2D8; Att flesh/ 
wood/metal; only certain attack forms harm) (MM), about 20 
of them. The pit is covered by a grille formed of 6” thick 
wooden beams, spaced 2’ apart. Anyone touching the central 
10’ by 30’ portion of this grille sets off a trap which fires a 
lightning bolt doing 3d6—2 damage. This bolt will come from 
either the north or south wall (50% chance of either) and 
traverse the room horizontally. It is not powerful enough to 
destroy magic items. 


3. On the floor of this room is a faded mosaic depicting a 
devil hurling enemies about. The right eye is a 2’6” diameter 
fire inside a ring of dark stone. The ceiling appears to be 30’ 
high, but this is an illusion; normal matter can easily pass 
through it, and players enquiring about the outlet for the smoke 
may notice that it goes straight through the “ceiling”. The room 
is in fact 40’ high, and above the illusory ceiling is a 5’ ledge on 
which are 7 fighters (AC5; 2D10; Att 2—8 broadsword or 2—5 
sling). These have orders to fire missiles at any unarmoured 
intruders, or those who appear to be magic users or clerics. 
When they are detected (5% chance per turn, cumulative), 
they will retreat through (4) into (5). 


4. This passage has ten rough pillars down its length and an 
ebon drape at the west end. The retreating guards from (3), 
and those already in (5), will wait on the north side of the secret 
doors, each of which has a small spyhole. When the party 
reaches the curtain, they will spring out and attack, at least two 
going through each door. This will surprise the party on a roll 
of 1-4 ona d6. 

Note that as the western door of (3) is false, the party can only 
gain entrance to the rest of the tomb by climbing up the walls 
and through the illusory ceiling onto the ledge. 


5. This room contains 7 two-tier bunk-beds, two stools and 
a privy bucket. By the north wall are two spits, on which are 
roast human flesh, The guards are either unaware of its origin 
or don’t care. There is also a barrel of ale. There are 7 further 
guards in this room, identical to those in (3). 


6. This room has violet drapes on the east and west walls, 
and on the floor is a design depicting a sacrifice to an evil god. 
On the north wall is a high-backed stone chair, studded with 
10 gems of various types (these are valueless fakes), and raised 
on a 1° high semicircular stone dais. Under the chair seat is 
a button which, when pressed twice in quick succession, causes 
the chair and dais to rotate clockwise, changing places with 
the identical seat and dais on the other side of the wall. If the 
fight goes against the guards, the guard leader, Prenull (7), will 
attempt to escape by this means, leaving via (8), (9) and (10). 


7. This room contains a large bed, a small table on which 
stands a water jug, and two trophies. On the north wall 
is a bear’s head, which is worth 10gp itself, and has 5 gems 
hidden inside it, each worth 10gp. On the floor is a leopard- 
skin rug worth 35gp. The guard leader, Prenull, lives here: 


Name Al Lvi S | W DC Ch Ac Armed with: 
Prenull C.N. 5 15 8 10 7 1111 3 Two-handed sword 


8. A 50’ deep shaft. Opposite the chair is a series of projecting 
steel rungs descending into the shaft. At the bottom of the shaft 
is a black pudding (AC6; 10D8; Att 3—24 vs. wood/metal) (MM). 
There is a 10% chance that any given rung is loose and will give 
way when trodden on. 
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9. This room, originally the burial chamber of Grakt’s Queen, 
contains a broken sarcophagus and four unopened barrels. 
The walls have a faded fresco depicting a procession. It has 
been looted by Taamus, and is now used as a storage area. 

The Queen’s spirit lives on, but cannot enter the material 
plane; if her sarcophagus is disturbed, she will try to frighten off 
the intruder by making his torch flicker and cast weird shadows, 
making noises of slithering and scratching etc. She can do no 
actual harm. 

Two of the barrels contain water, one salt meat, and one 
bread, They are worth a total of 4gp if sold. 


10. A natural underground fault which forms a crude passage. 
It is about half a mile long, getting gradually damper. Eventually 
it reaches the edge of the Crag, forming a 30’ high crack in the 
south face which is covered by a waterfall from a stream. This 
is the “hidden entrance” referred to in the Player’s Introduction, 
by which the original diggers and trap-setters left. It is now used 
by the guards (3—7) as an exit, from which they scout for 
victims and. supplies. The hole (1) in the north face is little 
used except as a lure for adventurers, because it is clearly visible 
from the village, and contains a permanently set trap (2). 


11. Hanging from the ceiling of this room on a chain is a human 
skeleton, whose spine has been broken in several places. The 
doors in the north wall are of stone, and quite thick; each re- 
quires 25 strength points to open it. 


12. This room has bare walls, ceiling and floor; set into the 
floor by the west wall is a 10’ square metal plate, on which are 
three stone cubes, each weighing about the same as a man. 
This is in fact an elevator; it is held in its present position by the 
cubes. For each cube removed from the plate, the floor and ceil- 
ing move 5’ up; for each additional cube placed on the plate, 
they sink 5’, Anything of about the same weight will have the 


same effect as a cube. The walls, being so bare, do not appear 
to move; thus it appears to the party as if the tunnel entrance 
is moving up and down, The side of the shaft on which the exit 
is situated is concealed by a false wall, apparently identical to” 
the other walls. It is of thin plaster and could easily be smashed 
through with a mace or similar blunt instrument. This false wall 
is attached to the ceiling and floor, and so moves with them. 


13. Similar to (12), but this elevator has no false wall and 
there are no cubes on the metal plate. There is a 5’ square trap- 
door in the south-west corner, which can only be opened by 
a concealed catch in the north-east corner. At the bottom of 
the shaft is a lava stream; immersion in this is fatal, and 
touching it causes 1d6 damage. If the elevator floor is brought 
within 10’ of the lava, it heats up, causing 1d4 damage per 
segment to anyone standing on it so long as it is this close, or 
closer, to the lava. 


14. Empty shaft. This can be negotiated with normal climbing 
techniques. 


15. Similar to (13), but there are no cubes on the metal plate. 
It is not an elevator, but simply a trap; a weight of 100 Ibs. or 
more on the plate causes it to open like a trapdoor, swinging 
on hinges along the north side. Anything on the plate falls 20’ 
into a 5’ deep mud pool, taking 1d4 on falling in; further, 
the victim rolls a d10, and if the number rolled exceeds his 
armour class, he sinks into the mud, taking a further d6 per 
turn. This damage is halved if he can grab a rope, pole etc. 
held by a companion. 


16. 5’ high exit tunnel. 


17. On both sets of doors into this room, a neat inscription 
has been scratched in Common, which reads: — 
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GRAKT’S CRAG 


Here lies the treasure of Grakt. 
Take it, robber; but ask not to live. 


Scrawled beneath the message in dried blood is a grinning skull 
— drawn by Taamus to intimidate trespassers. The room is 
empty, having already been looted. 


18. In the centre of the room is a sarcophagus with its lid 
smashed open. On the walls is a faded fresco showing a pro- 
cession of warriors, nobles and a sarcophagus carried by bearers. 
This was Grakt’s burial chamber, now looted by Taamus. 
Grakt’s assassin was a spectre, which killed the Queen by 
normal means and the King by draining him below level 0. 
After his tomb was looted, Grakt reappeared as a lesser spectre. 
Since his assassin has not been killed, Grakt does not have the 
power to drain levels and retains half hit dice. Grakt (AC2; 
4D8+3; Att 1—8; only certain attack forms harm) (MM) will 
attack any who enter his abode. 


19. In the centre of this room is a 5’ diameter, 3’ high stone 
pedestal, on the top of which is a detailed painted design de- 
picting a massive spider in a web. Around the side of the ped- 
estal is written in Common: 


Drink inside will be a boon 
If partaken in this room. 


The pedestal is in the centre of asquare formed by four pillars, 
between each pair of which is a force-field from ceiling to floor, 
invisible and impenetrable. When any of the force-fields is 
first touched, a magic mouth will appear on each pillar saying: 


To pass through and gain the spider’s hoard, 
Learn my weakness: it is this, 
Where / appear not disappeared, but repulse nevertheless, 
/ will yield to the minions of Loki. 


If a naked flame is touched to any of the pillars, it will retract 
into the ceiling leaving a gap in the force-field which may be 
passed through. At the same time, the spider design swings 
upwards revealing a hemispherical basin full of a clear liquid. 
There is one dose of this liquid per party member and if drunk 
in this room it will give the drinker the ability to /evitate until 
he has passed over (20a). 

On the south wall is the hastily scrawled message “Die unless 
ye fly,” in Common, 


20a. An invisible ray projects north-south across the corridor 
at this point. If it is broken (those levitating from (19) will not 
break it), a spread of fear rays shoots westward from the point 
marked (a) on the map. All who fail to make their saving throw 
will run west down the corridor. At the same time, traps (20b—h) 
are activated: 


20b. A tripwire which springs up when activated to a height 
of 6”. Each time it is jerked, a pair of darts is fired, one from 
a hole in the north wall and the other from a hole in the south 
wall; these hit for 1d4 damage. 


20c. Similar to (20b), but crossbow bolts are fired, hitting for 
1d6 damage. 


20d. Similar to (20b), but steel spikes are firéd, hitting for 
1d8 damage. 


20e. A trapdoor covering a 10’ deep pit. 
20f. Similar to (20e), but 15’ deep. 
20g-h. Similar to (20e), but 20’ deep. 


21. In the western end of this 20’ high hall are seven disguised 
pits, each 3’ deep and containing a thief (AC8; 2D4; Att 1—4 
dagger). The thieves hide here on hearing the doors of (19) 
open in order to leap out behind passing parties at an opportune 
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moment and backstab them. If their friends in (22) hear a 
fight, they will join in. If the doors of (19) are not heard open- 
ing, these thieves will be in (22) with their fellows. 


22. 7 thieves, similar to those in (21), are playing dice over a. 
stake of 57gp in this room, which also contains their beds, a 
fire, etc., and an unlocked chest containing 934sp and 42cp. 


23. A torture chamber containing various implements of 


torment worth a total of 23gp. 


24. A room containing ten cages, each 7'6” square and locked 
— Taamus has the keys. 


24a-f. Empty. 


24g. The sleeping form of a merchant’s daughter from the 
caravan: 
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Name 
Lera 


Around her neck is a jewelled necklace worth 50gp. Only she 
and Taamus know that if anyone other than themselves touches 
it, the largest gem on it will explode, doing 2d6 damage to any- 
one within 5’. She will tell the party that she has relatives in 
the village who will reward her rescuers. This is true, and if she 
is returned they will pay whoever does so 100gp. 


24h. This houses a rather decrepit-looking magic user: 


w D  C Ch 
10 12 8 5 


Al 
C.E. 3. 11 


If the party are evil, he will join them if released; otherwise, 
he will use his remaining spell (s/eep) to escape before they 
can return him to the village, where there is a 50gp price on his 
head for arson. 


Lvl Ss I 
15 


Name 
Mordus 


24i. In this cage is the rotting corpse of a cleric who refused 
to be converted, pinned to the floor by a spear. 


24j. Empty. 


25. A room containing only four lurid tapestries, which might 
fetch 50gp each if sold in the right place. 


26. A small storage cavern, containing ropes, grappling hooks 
and rope ladders, which the thieves of (21—22) use when going 
on foraging raids. They are ignorant of the secret door to 28 
in the secret passage used to reach here. 


27. A luxurious bedroom containing about 7Ogp worth of 
assorted chattels, and Taamus himself, (AC4; 5D8+2; Att 1-12 
+ special) (MM). 


Taamus can sleep, fly, assume gaseous form, and create a cold 
ray doing 1d8 damage. He will reserve his fly spell to escape 
via (25) and (26) if the fight goes against him. He will attack 
any who penetrate his abode. 


28. When the party enter, they see a massive chest disappearing 
as if in the process of te/eportation, and a magic mouth shouts: 


Too late, scum! 


The vanishing chest is an illusion, which reappears in 6 hours. 
Under a loose flagstone in the north-west corner is the real 
treasure: 

A scroll of comprehend languages (DMG) 

A scroll of detect evil (DMG) 

A +2 arrow (DMG) 

A flask containing one of Zzkeel’s handbones ground 

into water (WD17) 

A sack containing 7Opp 


... GDW have recently released Research 


Station Gamma (Adventure 2) and 
Shadows/Annic Nova (Double Adventure 
1) for Traveller. Scheduled for immediate 
release are Bright Face/Mission on Mithril 
(Double Adventure 2) and Azhanti High 
Lightning. The latter is the first full-size 
Traveller game, and the box will contain 


fourteen deck plans, technical manual, 
die-cut counters and accessories. The 
scenarios can be used for Traveller camp- 
aigns or played separately ... 

. . . TSR plan to release World of Grey- 
hawk campaign material for AD&D, 
Knights of Camelot a multi-player game 
of legendary Britain in the times of King 
Arthur, and Deities & Demigods the 
AD&D version of Gods, Demi-Gods & 
Heroes in August. Dungeon Module B2 — 
The Keep on the Borderlands is a new 
basic D&D module just released . . . 

. . . Chaosium hope soon to have out 
Gateway Bestiary which is more monsters 
from all times and places for Runequest, 
and the 4th edition of White Bear & Red 
Moon, now boxed. Planned for the future 
is a boxed Basic Runequest with dice... 
. . . Phoenix Games have released After- 
math! a role-playing game set in a post- 
holocaust world ... 

. . . SP/ have entered the world of FRP 
games with DragonQuest . . . 

. . . Martian Metals have been granted 
the licence to produce the official line of 
Traveller figures in 15mm... 

. . .« Games Workshop hope to release 
their four boxed games Warlock, Valley 
of the Four Winds, Dr Who and Apoca- 
lypse at Games Day ‘80 on 27th Sept- 


Molten Magic takes a look at some of the new 
science fiction and fantasy figures which are 
becoming available. The code letters and 
numbers shown on the photographs are purely 
for identification purposes and not those 
used by the manufacturers. The manufacturers’ 
codes are shown in brackets after the title 
of individual figures. 


. Ral Partha 

High Elf Archer (CS14) 

Hobgoblin Archer (CS64) 

Cloaked Hobgoblin Archer (CS62) 

Wood Elf with Bow (CS1) 

Elf Command Group Officer (CS19c) 

High Elf with Sword (CS10) 
. Fantasy Wolf (CS90) 
. Wood Elf Cavalry with Spear (CS5) 
. High Elf Cavalry with Great Sword (CS15) 
10.Dwarf Command Group Drummer (CS39a) 
11.Dwarf Command Group Chieftain (CS39d) 
12. Dwarf with Two-Handed Sword (CS34) 
13. Dwarf Command Group Horn Blower(CS39b) 
14. Dwarf with Crossbow (CS36) 
15. Dwarf Striking with Mattock (CS38) 
16.Dwarvish Bard (ES70) 
17.Maiden Mounted on Unicorn (ES71) 


OONOARWN=p 


B. Citadel Miniatures 
Evil Cleric (FA22) 
Necromancer (FA25) 
Vampire (FF58) 
Giant Wyvern (FF61) 
Ogre (FF53) 

Wight (FF59) 

Pack Camel (DA11) 


. Asgard Miniatures 
Evil Giant Rat (FM60) 
Giant Weasel (FM60a) 
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ember at the Royal Horticultural Hall... 
. .. It has been rumoured that Yaquinto 
Publications are negotiating with Lorimar 
Productions to produce a licenced game 
of the TV series Dallas. Four titles for 
Origins ‘80 are Shooting Star, a space 
game, Armour, being the third part of 
the Panzer trilogy, the lronclads Ex- 
pansion Kit. and a surprise release... 
...Metagaming have decided to release 
all future Microgames in boxed format, 
and they also intend to release a line of 
games in Traveller-sized boxes later in 
the year... 

...FGU have re-released Space Marines, 
the long out-of-print science fiction 
table-top rules. Also due is Land of the 
Rising Sun, a samurai role-playing game 
compatible with C&S .. . 

...Philmar have now released their 
follow up to Sorcerer’s Cave entitled 
Mystic Wood. 


Next Issue: 


SURVIVAL! - SF mini-game 
ROBE AND BLASTER 
- Aristocracy in Traveller 


LOVE OF THE LAND 

- Thomas Covenant in D&D 
FIEND FACTORY 
CHARACTER CONJURING 
TREASURE CHEST 
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A regular feature of new § 
and interesting monsters 
edited by Albie Fiore. 
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This issue, we present a Fiend Factory special. The monsters 
have been selected and arranged in the format of a mini-wild- 
erness scenario, designed for a party of 4th, 5th and 6th level 
adventurers. 
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ibabu is a small village on the edge of the mist-shrouded 
everglades of Krish. The villagers, who survive by 
selling snake and crocodile skins, will tell any visitors 
to their village of an abandoned temple deep in the 
swamps, In the temple stands a great cauldron which spawns 
creatures of evil. Local legends state that those who destroy the 
cauldron will be rewarded with great wealth by the ghosts of 


those who built the temple. 
The everglades is a vast swampy area, dense with lichen 


covered trees with trailing fronds. A thick but patchy mist 
continually hangs in the air. The waters are shallow but occ- 
asionally treacherous as they conceal areas of quickmire. Travel 
can be by foot, horse or flat-bottomed boats hired from the 
villagers. 

The perimeter of the swamps is especially thick with trees, 
their roots making passage difficult and tortuous and their foliage 
shading the area below in green gloom. In this shadowy world, 
a voice can sometimes be heard, a voice that belongs to the .. . 


by John R. Gordon 


No. Appearing: 1—3 

Armour Class: 6 

Movement: 6” 

Hit Dice: 4D8 

Treasure: Variable é ( i) 

Attack: Two tentacles, VALU AN 
2—12 each and VW) 
bite, 1D8 + poison 

Alignment: Chaotic evil 

Intelligence: High 

Monstermark: 96.86 (level V 


in 12 levels) 


The creeper is a greenish grey creature, some 6’ tall and covered 
in a growth of slimy tendrils. From its shoulders protrude two 
tentacles with a 10’ range. It has a horny, black-brown beak with 
which it can bite and inject either of its two poisons. The first 
paralyses the victim (until a cure disease spell can be cast on him) 
to preserve him for biood-sucking later. The second type is a 
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deadly venom which will kill the victim outright, unless a save 
versus poison is made. 

It dwells in dark, deserted places where its chameleon-like 
powers enable it to be virtually invisible 30% of the time. 

The beast has no eyes, but uses its incredibly developed 
senses of smell and sound to home in on its prey. They can scent 
prey accurately at a range of 12”’ and echoes enable them to. 
gain precise details of their surroundings. For this reason they 
prefer to fight in total or near darkness. 

The creeper lives off putrid carrion, or feeds off the blood 
of live victims — a totally liquid diet. It hates all humans and 
elves in particular, and, if they are offered as captives, it may be 
bought off. If a fight is going against it, it will release a stinking 
cloud, to which it is immune, change colour, flee, and will not 
re-engage for at least two rounds. It can release the stinking 
cloud only once per day. 

In 8 segments, the creeper can mimic any voice it has heard, 
in whatever language. A voice thus mimicked is never forgotten, 
though the creeper will not understand the words. As a rule, 
creepers are cowardly and will use their camouflage and mimicry 
often to lure the unwary into range of their tentacles. 

The creeper gets +1 on all saving throws. 

When a creeper is killed, it degenerates immediately into a 
putrifying, bubbling pool of tendrils, blood and guts. 


Beyond the thick growth of vegetation on the perimeter, the 
everglades break into relatively large, shallow expanses of water, 
thick with weed and broken by myriad clusters of islets, all 
covered in thick vegetation. Anyone crossing these misty waters 
is likely to be attacked by... 


by Roger E. Moore 


No. Appearing: 1 (10% of 1—4) 
Armour Class: 6 


Movement: 18” swimming; 
15” flying 
Hit Dice: 5D8+2 
Treasure: Cc 
Attack: 4D4 bite plus 
shriek Ss el 
Alignment: Neutral *, 3 yas 
Intelligence: Semi- f 8 \ 
Monstermark: 72.2 (level V in 
12 levels) 


These creatures are the bane of lakeside fishermen, as they attack 
boatmen, break lines and nets, and destroy fishing grounds. They 
have been known to attack cattle and sheep that wade into the 
water or approach too closely. They are not averse to adding a 
few incautious humans to their diet. Those familiar with the 
water leaper fear it greatly. 

If a water leaper senses a victim in its waters, it will close on 
it immediately. The sight of this creature is rather disturbing in 
itself. It appears as a great legless frog with a long newt-like tail, 
and two great membraned wings emerging from either side. The 
whole creature ranges from 8’ to 10’ in length. If the victim is 
submerged or swimming, the water leaper will attack without 
leaving the water. Potential victims sitting or standing in small 
boats will be attacked as the monster leaps from the water and 
flies towards them with open mouth, As soon as the creature is 
airborne, it will emit a terrifying shriek. All within 120’ of it 
must save versus paralysis. Those who fail lose all armour class 
adjustments for dexterity, and the monster gains +2 when 
attacking them. It then attacks with its single bite, splashing 
into the water with its victim in its mouth or to try again if it 
missed. 

As the wings of the water leaper are not strong, it can only 
stay in the air for 2—5 rounds at most. It.is not so fast that it 
cannot be attacked as it makes its pass at a victim by those 
within 10’ of the victim. 

Water leapers are not particularly intelligent and have no 


languages other than their own.’ They often keep treasure in a 
rocky nest on the bottom, where they also lay their eggs. As 
water leaper eggs are a delicacy, for humans as well as other 
fishes, they are quite valuable and much sought. Consequently, 
few of the hundreds of eggs laid each year reach maturity. 

Water leapers live for about 20 years. 

They are helpless to attack on land if they should happen 
to fall, and have only a 20% chance per round of lifting off 
again; otherwise they will expire in 3—5 hours of exposure and 
dehydration. While still alive, they can wiggle towards water at a 
1” movement rate. 


Towards the centre of the everglades, the islands become closer 
and closer until it is virtually one land mass with a close network 
of sluggish waterways which are too narrow for boats. The land 
is still thickly wooded and mist shrouded. In this area the earth 
is particularly muddy with many patches of thick cloying mire. 
Often concealed in these patches is another strange creature of 


the swamps . 
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by Dave Stapleton 

No. Appearing: 1—2 

Armour Class: See below 

Movement: 6" max. ’ 

Hit Dice: 5D8 ER tl 

Treasure: E ~ oat rs Oh } 

Attack: By weapon type Nia PATON) my 

Alignment: Neutral a ‘ his a 

Intelligence: Low a ner in 

Monstermark: Varies (probably int Ms igs 
level V in 12 levels) ce te “nth 


Slime beasts are habitually found in damp places, either above 
or below ground. They are natural predators that seek to waylay 
their prey by means of their low cunning and transmutation 
powers which enable them to assume many different forms. 

The slime beast’s body appears as thick cloying mud, but 
the beast can control the consistency of all or any part of its 
body, degenerating at will to anything from runny slime to rock 
hard, and all sorts of combinations in between. 

It usually lies in wait for its prey in slimy form, lying in 
mud from which it is indistinguishable, or as part of a wall or 
rockface in which case it would assume a harder more rocklike 
shape and texture. 

When attacking, it will seek to do so with surprise by trans- 
forming behind its victim. On attack, it will usually have assumed 
a vaguely humanoid form of the consistency of thick mud with 
stunted limbs. It forms a rock-hard weapon from itself. The 
weapon is usually (75%) a sword, though sometimes a club (15%) 
or hammer (10%). Should the weapon break, or any part of the 
beast be severed, it can reform to replace the missing piece and 
reabsorb the severed part on contact as long as the beast is at 
least 50% intact. 

Any transformation takes one round, during which the beast 
cannot attack. The creature’s armour class depends on its form. 
Any rock-hard part is -1, although if the beast’s entire body 
were of this consistency, it would be immobile. Its usual thick 
mud consistency is armour class 7, and the runny slime form is 
armour class 10. In the latter two forms the beast is most mobile, 
though it cannot attack in runny slime form. Its speed and 
armour class vary depending on its form between these extremes. 

Only magic weapons can harm the slime beast when it is in 
mobile form as normal weapons merely slide through the slime. 
In rock-hard form, it may be struck by normal weapons. 

Fire and cold, of any kind, do no damage but automatically 
transform it completely into its rock-hard form during the fire 
or cold and for 1—4 rounds after, depending on the severity of 
the attack. 


Water has the opposite effect, reducing the beast to its 
runny slime consistency for 1—4 rounds from anything other 
than the rock-hard form. 

The slime beast has a saving roll against magically induced 
fire, cold or water. All other magic can affect the creature 
including the transmutation spells. 


In some of the secluded backwater, the roots of the trees 
have been curiously shaped to form strange half-submerged 
dwellings. These strange formations occur in close individual 
groups for they are the communes of the... 


by Phil Masters 


No, Appearing: 3D12 
Armour Class: 9 
Movement: 6"; 10" swimming 
Hit Dice: 1D8 
Treasure: Individual J, 
lair E 
Attack: By weapon type 
or 1D8 
Alignment: Chaotic evil 
Intelligence: Low 286 
Monstermark: 1.8; Leader: 6.66; iA-ws 
Chieftain: 14 


(levels 1; 11 & UI 
respectively in 12 levels) 


These brutes tend to occupy semi-submerged cave complexes 
in the fouler swamplands. They walk on two legs and can use 
tools and weapons in their long-fingered, webbed hands, but 
generally seem more like frogs than men. They are bulging eyed 
amphibians, with nostrils set atop broad snouts and green, 
slimy skins. They worship a demonic frog-god and hate all 
other intelligent races, save as food; despite their low intelli- 
gence, they are cunning and cruel. 
Frog-folk will be armed as follows: 


2 spears 30% 
scimitar 50% 
sling & dagger 20% 


Weapons are bronze and jagged-edged. Anyone wounded by 
frog-folk has a 5% chance of contracting some kind of disease. 
Slings use stones rather than bullets. 

Small frog-folk bands will have one additional leader- 
type, with 8 full hit points, fighting with bronze morning-star 
as a 1+1 hit-dice monster, and armoured to AC 5. 

Bands of 21 or more will have a chieftain with 10 hit- 
points, using a saw-edged bronze 2-handed sword as a 2-dice 
monster, and armoured to AC 4; he will have two leader-type 
lieutenants. 

For each frog-folk in a group encountered, there is a 
cumulative 2% chance of a cleric-type in addition. Although 
chaotic evil, these clerics are treated as druids of level 1—4 
for hit dice and spells; they are AC 7, use scimitars and rank 
below chieftains but above leaders in the frog-folk tribes. 

In the depths of a frog-folk lair will be found (apart from 
the tribal treasure and masses of spawn) females equivalent 
in numbers to the males. They are non-intelligent and should be 
treated as the smallest type of giant frog. The tribe also has 
a 40% chance of possessing pets which its members can control; 
50% 1—4 giant frogs, 40% 1—3 giant toads, 10% 1—6 giant 
leeches. 

Frog-folk have standard magic resistance, but their slimy 
skins give them the equivalent of 18 strength against any form 
of entanglement, including web spells, and their hatred of 
humanity gives them +3 on saving throws vs. charm. | 
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THE FIEND FACTORY 


Deep in the woods of this large central area, is the Temple of 
Krish, What once must have been an impressive building, cover- 
ed in richly detailed carvings is now a dark, foreboding place. 
The carvings are mostly obscured by moss and creepers, and 
whole slabs of stone have crumbled from the walls. The large 
portals hang open, decayed and dank. In the creepers beside 
the entrance, the observant will spot what appears to be a snake. 
It is the last of the guardians placed by the wizards who dwelt 
here long ago, a... 


MELODEMON 


by Michael Wilkinson 


No. Appearing: 1—4 

Armour Class: 2 

Movement: 14” 

Hit Dice: 4D8+2 

Treasure: Always jewels, 
1000-4000 g.p. /; 
value (see below) 

Attack: Bite for 1D8+1, 
1 sting (1D4+2 
+poison), plus 
special 

Alignment: Chaotic evil 

Intelligence: Very 

Monstermark: 123.85 (level VI __ 


in 12 levels) 


The melodemon resembles a snake, about ten feet long, with 
a face like a cross between a human and an alligator, and a sting 
at the other end. It is only found in extreme conditions, such 
as flames or lava flows, glaciers, dense forest, desert, deep 
swamp etc., though it can survive in any conditions. Ancient 
priests used to rear them from the egg and keep them in pools 
of burning oil to guard sacred places. 

The melodemon’s special attack is its singing voice. 

It can sing 4 melodies: discord, charm, sleep, and terror. 
Characters save vs. spells for all these at —2 per melodemon 
present. If a person saves vs. any song, he need never save 
against that song again as he is immune to it (though he is still 
vulnerable to the spell of the same name). If two or more 
melodemons sing different songs at the same time there is 
no effect on the would-be victims. 

The melodemon’s treasure, which is often kept right in 
the midst of the flames/ice/swamp, always has a special song 
laid on it so that when it is carried away, all the people within 
the immediate vicinity begin to feel drowsy (no save) and if 
they are still with it after two hours they lay down to rest and 
do not wake up until the curse is removed, by a dispe/ evil 
and a dispel magic spell. 


FIEND FACTORY COMPETITION 
In this competition, what you 
have to do is provide statistics 
for the monsters shown here. 
They can be detailed individ- 
ually or as a tribal group, but 
each must be covered. The 
best entry will receive a prize 
of Una Woodruff's beautifully 
illustrated book, /nventorum 


Natura, kindly donated by 
Phin Publishing Ltd., the dis- 
tributors of the book. Entries 
should be sent to Fiend Fact- 
ory Competition, White Dwarf 


Magazine, 1 Dalling Road, 
Hammersmith, London W6 
to arrive not later than 
30th September 1980. 


Inside the Temple, the entrance hall leads to many small 
chambers, but there is one set of double doors that leads to 
the central, domed hall. In the centre of the hall, spewing mist 
and resting on a lofty pedestal with steps climbing up, sits 
the cauldron. Goren ini the temple, dark forms move in 


the shadows. These are the . 


by Tim Walters 


No. Appearing: 3-—6 

Armour Class: Special — starts 
at 4 

Movement: Special — starts 
at 12” 

Hit Dice: Special — starts 
at number 
appearing —1 

Treasure: Nil 

Attack: Two-handed sword 

Intelligence: Non- 

Monstermark: Group of 3: 265; 


group of 4: 1105.5 
(levels VIII and XI 
respectively in 
12 levels — larger 
groups are way 
up on level XII) 


The cauldron-born are zombie-like creatures the size of large 
men, They use two-handed swords in combat. They have the 
following special ability: when one of their group dies, his 
original hit points and hit dice are divided up among the re- 
maining cauldron-born. Any points and dice gained from the 
death of other cauldron-born would also be divided up. In 
addition to gaining hit dice, the armour class of all the remain- 
ing cauldron-born drops by one when one of them dies, and 
their move increases by 3”. 

These creatures are created by a cauldron in the possession 
of some evil wizard or cleric, and lose one hit point for every 
hex greater than five that they are away from the cauldron. 

They are resistant to various forms of magic as though 
undead, but cannot be turned by clerics. 
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Destroying the cauldron should naturally lead to the discovery 

of ample treasure to reward the adventurers. 
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| have not included any comments on the monsters, but it should 

be noted that a group of cauldron-born are particularly heavy. 
| would be pleased to hear yourcomments on this —_, 

issue’s Fiend Factory: whether you prefer the monsters ay 

in a mini-scenario or in the usual random mix, as well (a 

as any other ideas you may have. 


by Bob McWilliams 


Welcome to the first of a regular column devoted to the 
Traveller role-playing science fiction game system. The intention 
behind this column is to provide Traveller players and referees 
with a similar service to that given D&D aficianados in the 
Treasure Chest feature of this magazine. No specific format is 
envisaged; anything to do with Traveller is welcomed. The 
Editor will still consider feature length articles, of course; but 
anything else is fair game for this column, so get writing! 

The column kicks off with some of my own thoughts on 
the difficulty of combining rules and imagination to create 
playable situations. 


TRAVELLER CAMPAIGNS... 


SETTING UP 

First, you need an idea. There are many sources — SF novels, 
magazines, films and TV shows, plus your own imagination, 
though often an idea | think is original turns out to be from a 
story | read years ago. Be prepared for a lengthy search, and be 
ruthless about throwing out ideas that don’t make the grade. 
Keep notes, even of ideas that don’t work — they can stop you 
from making the same mistake again, or they might work out 
at a later date. Stay on the side of simplicity; a simple idea can 
be embroidered as much as you like, but a complex one is 
difficult to handle and there may only be one solution which 
the players unerringly discover in ten minutes. Disguise the 
origins of your idea; you can almost guarantee that one of the 
players has read the same book. 

Start out with a simple encounter if you haven’t played 
before; a party of player-characters against brigands, law officers 
or animals would be suitable. Then go on to another similar 
encounter, adding a little more detail and complexity at each 
occasion; before you know it a campaign is in progress. Make 
sure that you as the referee can sustain the adventure at the 
level you have chosen both in terms of preparation and control 
over players’ actions — another reason for keeping things simple 
until referee and players gain confidence. None of this will be 
wasted; you will be committing to memory some of the ‘nuts 
and bolts’ of the rules, which will stand you in good stead 
later. 

| cannot stress enough the importance of thorough pre- 
paration for a playing session — the referee needs to have all 
the background information, carefully divided into what the 
players know at the start, what the players may find out, and 
what the players should not know. The referee should anti- 
cipate likely responses to situations. Allow plenty of time for 
preparation; have a clear idea of the length of time available, 
and tailor the adventure to suit. You may be able to continue 
later if you underestimate the time needed, but, if you overrun, 
avoid skipping over important parts of the game as playing, 
rather than finishing, is the essence of the game. 


PURPOSE 
The main ingredients of a good situation (not usually all at 
once) are: 


personal danger 

monetary gain 

improvement of personal skills or characteristics 

job prospects 

social advancement 

expunging some force of evil (or good) 

satisfying curiosity through exploration/investigation 

These ingredients are as they are due to the nature of the 
‘reward’ in Traveller. Due to the influence of other role-playing 
games, it has come to be accepted that characters should be 
rewarded by accruing experience points and rising in ‘levels’; 
this is not to be found in Traveller. |It is in keeping with the 
logic of the game system, and more truly ‘role-playing’, that it 
is the player rather than his characters who is rewarded by the 
increasing facility with which he negotiates the rules of the 
game and the situations thrown at him by the referee; he 
becomes more skilled at coping with the universe as, one hopes, 
all of us do in the real world. | feel that players enjoy partic- 
ipating, rather than ‘winning’, much more when freed of an 
artificial system of measuring their ability. 

Despite all that | have just said, player-characters have to 
eat, so one of the most important factors to be considered is 
whether the possible rewards match the dangers, difficulties 
and expense involved. Players can expect a reduced reward if 
they fail to solve problems, but having worked hard to find 
their only recompense doesn’t even pay for the ammunition 
used may lead to thoughts of grievous bodily harm on the 
person of the referee. Only in campaign play should ‘lean’ 
periods be considered. Make sure also that player-characters 
are suited to the situation, particularly with regard to skills 
required. There is no need to go overboard about this — no 
player can expect that every skill he possess will prove useful 
each time he plays. Players can however expect a fighting 
chance. This applies overall; facing players with impossible 
situations will only leave everyone frustrated. There is no 
necessity for a solution to be easy, but it must be possible. 


BACKGROUND 

It is unlikely that you will be the master of every skill required 
in Traveller. A background in science fiction and fact is re- 
quired to play and referee the game well. The referee needs to 
keep the game universe as consistent and realistic as possible, 
and this often entails areas of science with which you are un- 
familiar. Two general references | use in this respect — apart 
from the usual things like a good dictionary and encyclopaedia 
— are Asimov's Guide to Science (2 vols, Pelican) and Chambers 
Dictionary of Science and Technology (2 vols, Chambers). For 
dealing with the social side of planetary affairs a good hist- 
orical grounding is invaluable. 


SUMMARY 
To. sum up then, the essentials when considering whether an 
idea will make a good adventure are: 


1: Will the adventure stand up as worthwhile; is there enough 
interest in the situation? Is the idea sufficiently, or appar- 
ently, dissimilar to previous recent adventures? 

2: Can the referee cope with the background preparation 
required and the subject matter involved, and the possible 
directions players may take? 

3: Does the situation fit into the time frame envisaged, and is 
there a possibility of a further playing session if it overruns? 

4: Are players’ likely rewards commensurate with the risks 
involved? 

5: Are player-characters’ skills at least reasonably matched to 
the tasks they might have to undertake? 


| hope this is of some interest to budding Traveller referees and, 
will give some appreciation of all the work that goes into 
producing an adventure, | am aware that | have not dealt 
with the details of the process, which is a subject that | 
shall treat in a future issue. For now, good travelling. \—€¥* 
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TREASEGRE CHEST 


TREASURE CHEST is open for contributions relating to D&D 
additional rules, character classes, magic systems, objects, tricks and 
traps etc. . 


This issue, we presenta collection 
of the bric-a-brac found in most 
dungeons — 

those ubiquitous. . . 


SNAKE CHARMER 


by lan Livingstone 


This is a 12” flute made of brass. When played, it has the 
ability to transfix any type of snake including giant snakes 
within a 15’ radius. 


JAR OF JELLIED STIRGE REPELLENT 
by lan Livingstone 


This red jelly is always found in small yellow jars. The contents 
are sufficient to protect six people from-attack from stirges, 
and the effect will last for 24 hours. 


SLIPPERY ROPE 
by Jim Dwyer 


This rope appears as normal rope. However, as soon as it is 
stressed, e.g. an adventurer uses it to lower himself down a 
pit, a special property is activated which makes it impossible 
for the adventurer to hold on to it, and he will fall (damage 
depending on height of fall). Assassins will sometimes pay a 
fair price for slippery rope. 


WINDBAG 
by Allen Ripley 
In appearance, a windbag resembles a balloon only it is made of 


stretched wyvern bladder. When popped it will release a gas 
which will give 1d12 damage to any humanoid creature within 


15’ radius and send them to sleep (effect and saving throw as. 


per spell). Of course it can only be used once, and it is advisable 
to pop the windbag with an arrow from a safe distance. 


LOTION OF UNDEAD REPULSION 
by Stephen Mills 


This vile-smelling jelly is sold only by a few select alchemists; it 
contains garlic, cat-mint, and other revolting substances known 
only to them. 

For the concoction to have its full effect, it must be rubbed 
deep into the skin all over the body. There, it reacts with 
sweat to release an aroma which undead hate; it has the same 
effect as a 3rd level cleric trying to turn them. Two days after 
the application, the lotion is only as effective as a 2nd level 
cleric, and after a week it wears off completely. 

The lotion is so malodorous that any creature with a sense 
of smell is warned of the party’s approach. People accompanying 
the user are disgusted and nauseated by the continuing stench, 
and the user will lose all sense of smell (after first being sick a 
few times). 

There is only one creature which likes the smell of this stuff; 
the withra (WD 7), which will try to lick the lotion off the user. 
This is impossible under normal circumstances, and unfortunately 
the lotion negates the withra’s level raising ability. 


WHISTLE OF PIG CALLING 
by lan Livingstone 


The whistle is made of ebony and can produce two notes, If 
the whistle is blown and each note is repeated five times con- 
secutively, then all wild boars, giant boars and warthogs to- 
gether with farmyard pigs within a % mile radius will charge 
to the whistler (and fellow adventurers) and surround him for 
6 turns, but will not attack. The dubious use of this whistle 
should be seen as a defensive measure — by surrounding yourself 
with pigs, that umber hulk might not be able to reach you! 


WATER WINGS 
by Allen Ripley 


Water wings are small and silver-feathered. They will only work 
if the wearer makes contact with water during the entire flight, 
e.g. it would be possible to use them to fly across a lake if 
the wearer trails his feet through the water, but risk the monsters 
of the deep. A crash will occur the instant contact is lost. 


ANTACID 
by John Graham 


Antacid is a colourless liquid usually found in small green 
bottles. It has a neutralising effect against acid, such as that 
produced by a giant slug. Once the bottle is opened, the user 
should use it all up as contact with air will make antacid useless 
after 2 hours. 


OPHELLA’S SCENT 
by lan R. Marsh 


Sold in small crystal bottles under various trade names, this 
scent has a very appealing smell. It is a translucent golden colour 
and is usually found in expensive looking boxes. If applied as 
a perfume or lotion, it has the effect of attracting male rust 
monsters in a 120’ radius, being more effective in this than an 
iron smelter. 


DOUBLE-HEADER 
by Jack Mulhauser 


This resembles an ordinary gold piece, but has a head on both 
sides. There are obvious opportunities to cheat a dull creature 
with this item. 


OINTMENT OF INFLAMMATION 
by lan R. Marsh 


Found in 2 oz. ceramic pots, this ointment is often tinted in 
appearance. On application to the skin it seems soothing, but 
after an hour or so irritation results, with the whole of the area 
to which the ointment was applied becoming red and sore. 
Effects last for 2—3 days. 


NOSEPLUGS OF AMPLIFICATION 
by lan R. Marsh 


Found in parchment packets with instructions for use, these 
nose plugs are slightly porous; if blown through hard — e.g. char- 
acter sneezes whilst wearing them — the noise is amplified, and 
curious monsters appear from surrounding doors. 


BEETLEBRUSH 
by lan R. Marsh 


Appears to be an approximately hand-sized beetle made from 
enamelled copper, bearing a curious resemblance to various 
scarabs. It is often found inside metal containers (to protect it) 
which have screw tops. If the wing cases are pressed, its true 


nature is revealed — bristles spring out for use as a hairbrush. 
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Next issue Treasure Chest will feature Spells of any /evel for 
magic users, clerics, druids, or illusionists. Spells submitted 
should be in the standard AD&D format, with name, type range, 
duration, area of effect, components, casting time, and saving 
throw in addition to a description. 


A New Clerical Ability by Roger Musson 
t has been remarked before now that venturing down 
dungeons, treasure-seeking and killing monsters is a very 
strange activity for a man of God. Clerics tend to behave in 
a not-very-clerical fashion in D&D, except when actually 

casting spells or turning undead, and any attempt at any exper- 

ience point system that is based purely on class-related activities 
tends to get into difficulties over the matter of clerics. The 
following proposal is, | hope, one way of getting over the 
problem, and making clerics a little more colourful. However, 

| will admit that what follows is a basic plan rather than a 

fully worked-out and tested system. In the following text, by 

the way, the word “cleric” should always be taken as meaning 
any clerical class, certainly including paladins, and to a lesser 
extent monks. 

My basic premise is that clerics have no great wish to kill, 
but rather to convert their enemies to the One True Faith. 
This certainly ought to be the main aim of any paladin (con- 
sider Sir Galahad); the only time | have seen a paladin played 
really well was a certain character who used to apologise to 
monsters before killing them, that he was truly sorry they 
wouldn’t listen to reason, and that they really left him no alter- 
native but to remove their heads. Therefore: 


7: Clerics may, at any time, attempt to convert a monster 
or non-player-character to their own alignment and religion. 
They may also attempt to convert other clerics. 


2: Whether the intended convert wishes to listen to the 
cleric’s casuistry is another matter. If a cleric boldly walks 
into an ogre’s lair and greets him with “Good Evening, | wonder 
if | could interest you in the One True Faith’’ he may simply 
get his head bashed in. In any situation, the DM must determine 
the likelihood of the cleric getting any sort of audience, and 
this will probably depend to a high degree on charisma. However 
there is no reason why a cleric should not attempt conversion 
in circumstances where he has definitely not got the upper 
hand; for instance, if a party had been captured, and were 
chained up in a cell, a cleric in the party could always deliver 
a homily to the jailor, who might well be bored enough to 
listen. 


3: The conversion procedure is rather like combat, consisting 
of an indefinite number of rounds in which each side attempts 
to score points off their opponent. Think of it as argument 
and refutation tossed to and fro. In each round, both sides 
throw for initiative in the usual way for combat; highest throw 
speaks first, and throws 1d20. To score, he must roll higher 
than his opponent’s wisdom. Then the other side throws in 
the same manner, etc. Applicable die-roll modifiers are as 
follows: clerics add one to their roll for each experience level 
above first; non-clerics add one to their roll for every two hit 


dice. Clerics and non-clerics alike may both add one to their 
die-rolls if they have charisma in excess of 15. 


4: When one side or the other has scored a total of six points, 
the argument is over and that side has won. If the winner is 
the cleric, the loser immediately changes alignment to that 
of the cleric. This change is permanent in the case of humans; 
in the case of chaotic non-humans, the force of the cleric’s 
arguments may wear off with time. In the case of Chaos con- 
verted to Law, the convert will feel grateful to the cleric for 
opening his eyes, but when Law is converted to Chaos, des- 
pondency is likely to override any gratitude. 


5: The argument may be curtailed before coming to its con- 
clusion, either by outside interruption (in which case the 
argument ceases without effect on either side), or by the with- 
drawal of the cleric (if he’s making heavy weather of it). In 
the latter instahce, the cleric is subject to certain penalties 
according to the number of points his opponent has scored 
against him (how many points he himself has scored has no 
effect). The penalties are as follows: 

Points scored 
against cleric Penalty 

No effect 

No effect 

Experience points reduced to minimum for level 
Loss of one level 

Loss of one level plus disillusionment 
Conversion or total disillusionment 

A cleric who suffers disillusionment may use none of his clerical 
powers until he has performed some severe penance. A cleric 
losing six points to another cleric is converted to the other 
cleric’s faith; if he loses to a non-cleric he suffers total dis- 
illusionment, loses his clerical powers, and may never enlist in 
the service of the same god again; to regain clerical abilities he 
must find some other religion of a different alignment to his 
previous one. Experience point loss in such a case is at the 
discretion of the DM. 
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6: When two clerics debate with one another, neither may 
withdraw voluntarily from the argument. 


7: \f a cleric tries to convert a group of monsters, the group 
will respond as the wisest member of the group. If the wisest 
member is converted, the whole group will be converted. If two 
clerics of the same religion wish to combine forces in an argu- 
ment, only the wisest of the two will actually have any effect. 


8: Members of the cleric’s party should not be allowed to 
interrupt a debate whenever their cleric is losing; they should be 
considered to be entranced by the exchange of theological 
niceties, unless some outside interruption (wandering monsters, 
etc) occurs. 


9: Intelligence is not considered to affect the debate; though 
the less intelligent may be less able to refute clever sophistries, 
they are also less able to understand them, and therefore less 
likely to be swayed by them. However, there is a lesser likeli- 
hood of creatures of lowish intelligence joining a debate in the 
first place. And no, you may not try and convert an ochre jelly! 


Other points: for the calculation of a monster’s wisdom, I’m 
afraid you must fall back on your own resources, but | think a 
basic range of 3—18 with a few modifiers should be sufficient 
most of the time. Players who traffic in very high-level characters 
(anything above tenth) should scale down the die-roll modifiers 
for debates. Note that monsters converted to Law will not just 
give up their treasure on that account, and if they are lawful, 
other lawfuls (in the party) can’t attack them for it. Give clerics 
experience points for converting and not killing creatures, and 
you should get a nice clash of interests within a party, always a 
thing to spice the game up a bit. 

Obviously, some monsters are totally unsusceptable 
to conversion; undead, for instance. But the prospect ae: 
of converting a roomful of goblins to Reformed /, 
Calvinism ought to appeal to all those with a fondness 
for clericism . . . 


CENTRAL LONDON 
Gaming Group 


Games: D&D, C&S, Runequest 

Time: Every Saturday, 12.30 pm onwards 

Place: Holborn Community Rooms, Millman St., WC1 
Contact: Wayne (Tel: 348 2092 after 4.30 pm) 

IPSWICH AREA 

Orwell Games Club 

Games: D&D, all FRP 

Contact: Orwell Books, 5 Fore St., Ipswich (Tel: Ipswich 51727) 
ST ANNES 


St Annes Fantasy Role-Playing Society 

Games: D&D, any other FRP 

Contact: Jeremy A. Howison-Howarth, 14 Alexandria Drive, St Annes 
720956 


LYMINGTON, HAMPSHIRE 

Lymington & District Wargames Club (D&D Section) 
Games: D&D 

Time: Saturdays 2.00pm 


Place: Members’ houses once per month; Milford Village Hall once 
per month. 
Contact: Christhopher Murfin, Warren Lane Bungalow, St. Leonards, 


Bucklers Hard, Beaulieu, Hants. Telephone: Bucklers Hard 
201, 


DEPTFORD LONDON 
Deptford Adult Games Group 


Games: All board, War and SF/F games. 

Time: 3pm — very late every 1st and 3rd Sunday of the month. 

Place: Community Centre, Idonia St., London SE8 (Nr. New 
Cross Station). 

Comments: Newcomers welcome 

Contact: Kendall Johns, 16 Rochdale Way, London SE8. 


Telephone: 01-692 4555 
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CLASSIFIEDS 


The Storm Lord 

A 26pp bi-monthly D&D magazine. A4 litho-printed. Includes discussions, 
ideas, monsters and a dungeon/wilderness each issue. Issue 5 out now: 
45p inc p&p. Contact Andreas Sarker, 22 Applegarth Avenue, Guildford, 
Surrey (Guildford 32249). Contributions welcome. 

Wanted 

White Dwarf Number Four, and Journal of the Traveller’s Aid Society 
Number One; ANNIC NOVA. TOP PRICES PAID! Randall Solo, 5710A 
Dutch Mill Ct., Hanover Park, Illinois, U.S.A., 60103. 


Staff Wanted — Manchester 

Games Workshop require full and part time staff for their new shop to 
be opening soon in Central Manchester. Reliable, hard-working app- 
licants with a tidy appearance and a knowledge of the gaming hobby 
please apply, with details of age, education and experience to: ‘‘Man- 
chester Shop”, c/o Games Workshop, 1 Dalling Rd., London W6 0JD 


ele La 


Clubs, contacts and events can be advertised once at no charge up toa 
maximum of 40 words. Further insertions at the rate of 5p per word. 
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D&D London 

Players wanted to form group in S.W. London. Any standard. Contact 
Matt Lane, 66 Tremadoc Road, Clapham North, London SW4. (Tel: 
622 7186 evenings). 


D&D Trafford 
Players needed with reasonable experience for group. Contact C. 
Turnbull, 86 Hayes Lane, Timperley, Altrincham, Cheshire (Tel: 969 0867). 


D&D Linwood 
Players needed urgently. Contact lain Mcghee, 43 Watson Ave., Linwood, 
Renfrewshire. (Tel: 50 23845). 


Wanted 
White Dwarf Nos. 4 & 13. Please phone Simon Townsend at Epsom 27793. 


FRP Barnstaple 

Any players (especially AD&D) in North Devon area please contact 
Robin or Lynn, 31 Tamar Road, Chivenor, Barnstaple, North Devon 
(Braunton 813984 home or Braunton 813664 Ext 394 office hours) 
and ask for Robin Allen. 


Horticultural 
Society's 
New Hall 


Greycoat St. 
London SW/1. 


sAMES GAMES 


DAY 30 DAY 30 


Saturday 
27th September 


10.30am — 6.00pm 
Admission: Adults £1; Children 75p 


EXHIBITIONS 
DEMONSTRATIONS 
FREE COMPETITIONS 
TRADE STANDS 
PERSONALITIES 
PRIZES 


CLUBS 
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USED GAMES AUCTION 


PAINTING COMPETITIONS 
WAR GAMES 

TABLETOP GAMES 

BAR. FOOD ETC. 


BOARD GAMES 
FANTASY GAMES 
ABSTRACT GAMES 
FAMILY GAMES 
COMPUTER GAMES 
BRING & BUY STAND 


BEARHUG GAMES ail at £2.25 

ZULU SERIES: 

Rorkes Drift: Melee and mealie bags 

Naka: Ethnic unpleasantness 

Isandhtwana: Gallant Brits, victonous Zulus 
Ulundi. Imperial revenge, Zulus crushed 
SAMURAI SERIES 

Bust: Sword v Sword. Acupuncture the hard 


way 

TOURNAMENT SERIES 
Jousting. Lances and lists 
Melee: Dismounted combat 
GLADIATOR SERIES 

Men v Animals 

Men v Men 

FOREIGN LEGION SERIES 
Moulay Ishmael: Desert wrongs 
Macta: French folles 


BEARHUG FRP AIDS 

Treasure Chest, Diecut counters repre 
senting typical dungeon treasure items Zip 
locked £1.95 
Treasury, Die-cut various 
denominations of Zip 
locked £2.95 
Accoutery, Typical dungeon weaponry ren 
resented by die-cut counters 2ip-locked£2.95 
Compleat Trove, A combination package of 
the above three Zip-locked £3.75 
The above items are intended for use in FRP 
games to allow a quick and accurate record to 
be kept of items characters carry or find 


counters of 
fungeon money 


Diplomacy 

Kingmaker. 

Sorcerors Cave, Advanced Cards; New 
Mystic Wood; New 

English Civil War 

Imperial Governor/Strategos 
Sorcerors Cave 

Duplicate S C Area Cards (60) 
Duphcate S C_ Hazard etc Cards 


MICRO-GAMES £2.20 each 
Annihilator/One World: Two complete games 
for the price of one Separate maps. Special 
Offer £1.75 
Hot Spot: Battle ona 4 molten planet ..£2.20 
Also available: G.E.V., Ogre; Chitin 1 Melee; 
Deathtest; Warp War; Rivets; Olympica; Ice 
War; Black Hole; Sticks and Stones; Holy 
War; Invasion of the Air Eaters; Wizard. 


Drang Nach Osten; Zip- locked 
La Bataille de la Moscowa; Boxed 
Road to the Rhine: Boxed 
Blood Tree Rebellion; Boxed, SF ... 
Marita-Merkur; Boxed 
White Death; Boxed 
Operation Crusader; Boxed 
Pearl Harbor: Revised, boxed 
Red Star, White Eagle, New, boxed 
Belter, Boxed 
Unentschieden; Zip-locked 
Double Star; Boxed 
Case White; Boxed 
Bar-Lev, Boxed 
The thad; Boxed 
940: Senes 120 game of German 
blitzkrieg snaked ucla oReTapane ton siren £4.50 
Dark Nebula: imperium based SF boardgame 


ing 
rcenary: Book 4 of Traveller 
The Army 
High Guard: Traveller book 5. The aa Navy 


1001 Characters: Traveller N 
Animal Encounters: Pre-rolied Travelier 


Citizens of the Imperium: Traveller 

Civilians 

Spinwood Marches: Traveller 

supplement 

Kinunir; Complete Traveller adventure . ‘£2.45 
a sey combat. Can be used 
with Tr ...... . 


£1.98 
Starships & Spacecraft: Ship plans. 


Drakne Station: Traveller scenario 
Specefarers Guide to the Planets, 
Sector 1: .. 
Sector 2: . 
Spacefarers G' 
Spacefarers Guide to Alien Monsters .. 
Traveller's Journal; Quarte! 
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50-54 MANCHESTER ST., LIVERPOOL L16ER Tel: 051-236 2605 
OPEN: Mon.-Sat. 9am to 5.30pm 


TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 


Fantasy role playing at a reasonable price: 
Tunnels and Trolls Rules (revised edition) 
£3.50 
£1.80 
£1,80 
£1.80 


Naked Doom, Solo Dungeon ..... 
Sorcerer Solitaire, Solo Dungeon 
Buffalo Castle, Solo Dungeon 
Labyrinth, Solo Dungeon 
Deathtrap Equalizer, Solo Dungeon 
City of Terror, Solo Adventure. 
Sword for Hire, Solo Dungeon 
Rargon's Dungeon, Solo Dungeon 
Beyond the Silvered Pane. 

Arena of Khazan......... : 
Wierdworld, Solo Dungeon 
Overkill, Solo Dungeon... 
Dungeon of the Bear, Levels 1, 2, 3, 
Referees Dungeons each 

Uncle Ugly’s Underground, 
Referee's Dungeon......... 

Goblin Lake; Solo Adventure .. 
Sorcerors Apprentice Mag 

issue 1, 2.3, 3,4 each 


COMMANDO WARGAMES | trade enquiries. 
weicome 
Rolling Thunder: Air war over Vietnam _..£9.95 


rn 
8 
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The Creature that ate Shetoyoet 2 Smash hit 
capsule game.. . £2.50 
Death Maze: FRP capsule . : ..£2.50 
Demons: Wizard combat boardgame .. £2.50 
Medieval Quad .. £11.45 
Commando Historical or role- playing tactical 
combat £10.95 
City-Fight: Contemporary urban combat 
Hidden moves £13.45 
North Africa Quad, Cauldron (Gazala) Crusader 
(Tobruk) Kesserine and Supercharge 
(Alamein) £7.95 
Panzer 44 Tactical Armoured Combat in 
Europe 1944 £5.95 
Seelowe* Invasion of Britain 1940., 

Sniper House to House Fighting | in WWII, 
Simultaneous Movement £5.95 
Mech, War ‘77. Tactical Armoured War £5.95 
Sinai* : Arab-Israeli Wars 1966-73 £5.95 
Fulda Gap: NATO vs. Warsaw Pact £6.25 


Lee at the Crossroads’ New ACW brigade 
level garne. Leadership and command contro! 
rules reflect the strength and weaknesses of 
ACW command techniques, as well as the 
effect of individual commanders. Various 
scenarios are provided 

Kriegsmarine: New tactical naval and air 
combat in the Med, and Atlantic °39-'45, Using 
asystem compatible with |JN and Torpedo, 
this game completes the tactical naval series 
Provides vessels from France, Holland, 
Canada, US, Russia, Italy, Germany and Great 
Britain 

Also available: Raketny Kreyser, Quebec 
Libre, Dieppe, |JN, Torpedo, | Will Fight No 
More Forever, Le Grand Empire. Warring 
States, Peloponnesian War 


GAMI 

Murfreesboro: ACW battle. Tactical £9.45 
Thin Red Line: Waterloo, Tactical £12.95 
The Great Redoubt: Borodino. Tactical.£12.95 
Panzer: East front. Tactical £11.95 
Starfall. Colonising space £9.95 
C.V.: Midway carrier battles .. £13.95 
The lronclads: ACW naval. Tactical.......£11.50 
Time War: Re-write history £9.95 
Beastiords: Exploring fantasv £11.50 
Marine 2002: SF pene of the 1st Lunar war 

ae . mr £12.95 


arter, Warlord of Mars: Boxed, SF/Fan- 
£12.95 
large ‘Campaign Game 
from Tolkien's Book £8.40 
Gondor*— Siege of Minas Tirith £4.95 
Middle Earth*: War of the Ring, Gondor and 
Sauron in one Box. £11.75 
Outreach: 30th Century Space War, Coloniza- 
tion and Exploration Reamer Cj 
Sauron* : Battle for the Ring . £4.95 
Starforce: Interstellar War 25th Century, 
Strategic/Tactical ......... £5.95 
Starforce Trilogy Starforce, Starsoldier and 
Outreach....... £11.95 
Starsoldier; Individual Combat in the 25th 
Century... £5.95 
W. War Il: Grand Strategic Level £5.95 
West Wall Quad: Arnhem Bastogne, ber 
Forest and Remagen..... £7.95 
NATO: Soviet Invasion of Europe oa 95 
W._War Ii: Global War in the 1970° 


“War of the ‘Ring’. 


WE STOCK THE FULL RANGE OF SPI, AH., GDW, 

OSG GAMES ALONG WITH ALL OTHER MAJOR 

[AND MOST MINOR] PUBLISHERS OF WAR, FAN- 
TASY & S.F. GAMES 


JUDGES GUILD SF/F PLAY AIDS 
City State of the Invincible Overlord 
Wildertands of High Fantasy ... 
Fantastic Wilderlands Beyonde 
Wilderlands blank nex sheets 
Village book 1... ‘ 

Village book 2 .. 

Castles book 1. 

islands book } 

Campaign Hex Systern_.. 
Tegel Manor A 

Thieves of Fortress Badabaskor 
Gencon 1X dungeons 

Citadel of Fire ........... 

Frontier Forts of Kelnore.......... 
Dragon Crown 

Skulls and Scrapfaggot Green 
Wilderlands of the Magic Realm 
Under the Storm Giants castle 
Dark Tower 

Judges Shield. 

Ready ref. sheets 

Dungeon Tac cards... 
Character chronicle cards 

Sea Steeds and Wave Riders 
Treasury of Archaic Names 
Survival of the Fittest 
Operation Ogre ........ 

Caverns of Thracia 

Verbosh .. 

Mines of Custaicon .. 

Escape from Astigar’ 

Temple of Ra .... 

Tower of Ulission .. 

The Maltese Clue .. 


MILITARY MAGS/BOOKS 
AFV G2 magazine: For modellers and war- 


gamers id 
American Half Tracks: The M3 story = £2.75 


penoreeennereeent eRe eoe nee noeneeR 
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DUNGEONS AND DRAGONS 
D&D Advanced Players’ Handbook . 

soft covers 
D&D Advanced Monster Manual 


D&D Advanced Referee's Screen .......... 
D&D Basic boxed set. Includes introductory 
module (B1), dice set and basic rules 


D&D Basic Rules 


D&D ADVENTURES 

G1 Lair of the Hill Giant Chief 

G2 Glacial Rift of the Frost Giant Jari 
G3 Hall of the Fire Giant King ... 

01 Descent into the Depths of the Earth€2.25 
D2 Shrine of the Kuo-Toa 

D3 Vault ofthe Drow 

B1 In Search of the Unknown 

$1 Tombof Horrors 

$2 White Plume Mountain 

C1 Hidden Shrine of Tamoachan 

T1 Village of Hommiet... 


FIRE AND MOVEMENT MAGAZINE 
The leading independent magazine for simula- 
tion Wargames enthusiasts, F&M is a profes- 
sional magazine of high physical quality 
Reviews, criticisms and detailed analysis of 
games, from the best known names in the 
hobby, provide readers with a consistently 
stimulating and informative Wargames 
journal 
Issue 18: Vietnam "65-75, Agincourt Welling- 
tons Victory, Kharkov 
issue 19: ACW Games, Road to the Rhine, 
Napoleon at Bay, Cobra and Caen 
Issue 20: Bismark, Battie for Ardennes, Dark 
December Cassino, Sharpsburg, short 
reviews, new games etc. 

Price £1.20 per issue. 
— (6 issues) £7.80 post free. 

d quiries Welcome 


Please mention WHITE DWARF when replying to advertisements 


MORE AIDS AND EXTRAS 

DUNGEON FLOOR PLANS 

D&D CHARACTER SHEETS 

D&D HEX SHEETS 

POLYDICE SET 

2xD8 

2x0D10 

3x 06 (16mm, | each red, green and whitel 


25p 
ZOCCHI UNINKED POLYHEDRAL DICE 
SET £1,75 
HEX SHEETS 270mm x 400mm (16mm 
hexes} 10 for 30p 


Korsun Pocket — by Peonle's Warqames Four 
maps, 2.400 counters, operational game of 
the 1944 Battle in which two Soviet Tank 
Armies encircled 80.000 Germans A recent 
Military Modelling review said Korsun Pocket 

\s a definite must far the Warld War || gamer 
who likes a big game £14.95 


MARSHAL ENTERPRISES 

Latest in Marshal's fine Napoleonic series 

La Bataille D'Austerlitz £17.45 
La Bataille D'Espagnol-Talavera £9.95 


SELECTED AVALON HILL GAMES 
Arab-Israeli Wars: Tactical £10,956 
Assault on Crete: WW2 German airborne 
assault £8.95 
Caesar Alesia: Gaul civilising- Roman 
style £8.95 
Caesar’ s Legions Romans v Germans . £8.95 
Crescendo of Doom: Squad Leader gamette 
sig 5th he pad gba LoAte vere 10,96 
Cross of |ron: Squad Leader gamette .....£8.95 
lrance 1940: Multi-scenario blitzkreig game 
Gettysburg 11: Climatic ACW battle ....£10.95 
Luftwaffe: The Allied air offensive on 
Germany .... . £8.95 
Midway: Great Pacific carrier battle . £8.95 
Panzer Blitz: WW2 East Front, Tactical £10.95 
Panzer Leader: WW2 West Front 
Tactical ........ . £10.95 
Richthofen’s War: WW aerial 
dogfights £8.95 
Russian Campaign: War in the East, 1941-5 
Sink the Bismark: Battle of the Atlantic . £8.95 
Squad Leader: Section level infantry combat 
‘ . £10.95 
Submarine: WW2 sub and anti-sub_ 
warfare ......... 4 
Third Reich Grand 1 strategic game of 
wuz. 


. £10.95 


combat ......... 
War & Peace: 
Napoleonic 
Wooden Ships & tron Men 


"Strategic, multi “player 


WHY NOT ORDER BY TELEPHONE 
USING ACCESS OR BARCLAYCARD 
save the trouble of sending a letter 
and cheque, 


WE PREFER THIS METHOD - We can try 
to answer any queries and you will also be 
sure you are getting exactly what you want 
and sooner — normally by return of post 
P&P: Order value over £4.00 — Free 

Order value up to £4.00 — Add 10% 
UK & BFPO ONLY 
WE REGRET THAT WE CANNOT PRO- 
CESS ORDERS FOR FIGURES OR OVER- 
SEAS ORDERS 
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GAMES WORKSHOP 


A MANCHESTER SHOP * OPEN SOON * MANCHESTER 
SHOP * OPEN SOON * MANCHESTER SHOP * OPEN S 
OON * MANCHESTER SHOP * OPEN SOON * MANC 
HESTER SHOP * OPEN SOON * MANCHESTER SHO 
= SOON * MANCHESTER S 

HOP * OPEN SOON * 
MANCHESTER SHO 
P * OPEN SOON * 
»\\ MANCHESTER S 
HOP * OPEN SO 
ON * MANCHES 
ER SHOP * OPEN 


STARWEB 


The multi-player, strategic Space game. Computer moderated 
for over three years by Flying Buffalo Inc. 

Send SSAE for details or $1/50p for rules. Other games, Battle 
Plan, Nuclear Destruction, Pellic Quest, etc available. 


FLYING BUFFALO INC. CHRIS HARVEY 
11 Woodside Way, 
Aldridge, 
Walsall, 
West Midlands, 
U 


9 
Tel 698424 @ 
IB Sydney St. 


BRIGHTON ?: 


SUBSCRIPTION NOTICE: | ‘FIGURES 3 CITADEL, ASGARD, 
Please note your personal subscription number shown on 1 JN HINCHLIFFE, RAL PARTHA 
the envelope address label. Please quote this number in all \ : a al MINIF IGS. 
future correspondence regarding renewals, queries, etc. This 
subscription number is held on computer file, and failure to 
quote it may result in delay in dealing with queries. 


... until 6.00pm Saturday 
2nd August 1980 at 

CHELSEA OLD TOWN HALL, 
KINGS ROAD, LONDON SW3 
ADMISSION 75p 


Inside the Old Town Hall (of 
Horror) will be: 

* TRADE STANDS 

* DEMONSTRATIONS 

* EVENTS 

* D&D COMPETITION 

* FIGURE PAINTING COM— 
PETITION (25mm. single 
and multi-figure classes) 
COMPUTER GAMES 
GAMES PLAYING AREA 
PRIZES 

SNACK BAR 
LICENSED BAR 
AND MORE 

SEE YOU THERE! 


kk OK K K OK 
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CULTS OF PRAX 


In the world of Glorantha, magic is as real as 
rainfall and love, and religious cults channel the 
Power passing between the races and the gods. This 
reciprocal relationship underlies RuneQuest’s mag- 
ic system. Cults of Prax discusses 15 important 
cults: Aldrya, Chalana Arroy, Daka Fal, Eiritha, 
Humakt, Issaries, Kyger Litor, Lhankor Mhy, Or- 
lanth, Pavis, the Seven Mothers, Storm Bull, Waha, 
Yelmalio, and Zorak Zoran. 

Each cult is detailed by its mythic and historic 
bases, its behavioral characteristics, the require- 
ments for Lay, Initiate, Rune Lord, and Rune 
Priest membership, available and prohibited battle 
magic and Rune magic by cost and membership 
status, subservient and associate cults furnishing 
additional spells and abilities, and notes on dress, 
attitudes, and activities. There is much anthropo- 
logical detail; players of any FRP system will find 
an enormous fund of pre-digested material useful 
to their campaigns. Guidelines are given for the de- 
vising of new Rune spells and for the construction 


Moment-to-moment realities of the cults are provided 
by excerpts from the Trave/s of Biturian Varosh, a wandering 
Issaries trader, who has some hair-raising (and ridiculous) ad- 
ventures. A ‘‘must-have’’ book for runequesters. By Steve 


of entirely new cults. Perrin & Greg Stafford, $11.95 (£7.95) 


GEN-CON 1979 WINNER 
OF THE STRATEGIST CLUB AWARD 
FOR BEST MINIATURES RULES 


RUNEQUEST /S BACK! The first edition of RuneQuest sold faster 
than anyone imagined possible; now the authors have caught up with the inevitable 
emendations and corrections, and we have caught up with the printers. The wait 
was worth it. Second edition RuneQuest sparkles: it has improved exterior and in- 
terior appearance, and the game itself is as complete and well-knit as anyone could 
desire. There are no major changes, merely amplifications and tightenings. 

First edition owners will notice some changes: the cover is full-color, 
the interior is completely reset, there are new maps, incidental corrections, new 
character sheets (including ones for monsters), expanded shaman and spirit rules, a 
revised alchemy section, an altered impalement procedure, additional examples, 
battle magic improvements, and an extensive index. 

By Steve Perrin, Ray Turney, and Friends; illus. by Luise Perrin. 

$11.95 (£7.95) 


SEND FOR FREE CATALOG OF RUNEQUEST ITEMS AND BOARDGAMES 


Box 6302wd, Albany CA 94706, Because of tariffs, prices good only in U.S.A, In U.K.: order 
from Games Workshop, 1 Dalling Rd., Hammersmith, London W6 OJD. Australia: Games Whole- 
sale, GPO P1184, Perth 6001. Sweden: Abo Rojama, POB 23077, S-104 35 Stockholm. 


CHAOSIUM 
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ARE YOU A GAMES FANATIC? 
THEN WHY HAVEN’T YOU SUBSCRIBED 
TO NECROMANCER YET? 
Necromancer is a monthly games fanzine devoted to 
Fantasy and Science Fiction games of all kinds. There 
are regular columns on Dungeons & Dragons and 
Chivalry & Sorcery as well as articles on a variety of 
other games in each issue. New products are reviewed 
as soon as they come out. Necromancer offers a com- 
prehensive postal games service and currently there 
are places in C&S, D&D, Traveller, Superhero 2044, 

Diplomacy and Variants, Star Probe and more. 


CHIGH FANTASY 


cADVENTURES 
Available World Wide 


te | 


Necromancer also has its own games shop which offers 
a good selection of games post free. There are special 


offers each issue giving you the chance to get good 
games at a reduced price. This service is restricted to 
Necromancer subscribers only. 


‘abst 
HER 


MONSTERS 
MAGIC 


TWINN-K INC. 
P.O. BOX 31228 
INDIANAPOLIS, IN 46231 


From issue 7, there will be a free games module with 

each issue. These will range from mini-dungeons to 

complete rules supplements. 

ISN’‘T IT ABOUT TIME YOU TOOK OUT A 
SUBSCRIPTION? 

A sample three issue subscription is only £1.50, or 

$5.00 abroad. 


NECROMANCER PUBLICATIONS 
132 RAMNOTH ROAD, WISBECH, 
CAMBRIDGESHIRE, PE13 2JD 
TEL: 0945-64636 


59 Park Street, 


Bristol1, 
U.4. 


TEL. 0272-254 


Probably the largest 
selection of Games 
you will ever see 


2,Castle St.,Kingston 
Tel:01-549 6486 
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Prices include UK /BFPO /APO in Europe p&p 
Overseas, add 30% 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS 


e BOARD WARGAMES, SIMULATIONS 
e@ Role-Playing Rules 


CITADEL, RAL PARTHA & LEVIATHAN 
Fantasy, Science Fiction and Gangster miniatures at 
manufacturers prices. p&p 10% [12p min. — 90p max.] 


e Miniature Rules 
e Dice & Hex Sheets 


Science Fiction 


Dune (AH) B.R £10.95 

Starfall (Yaq) B £9.45 

Timewar (Yaq) B £9.45 
Starfire, Asteroid 04 (TF) £2.95 
Cerberus £2.95 

Starfleet Battles (TF) £8.95 
Mayday (GOW) £4.50 
Starquest (OSG) £2.95 

Dark Nebula (GOW) £4.50 


* The Awful Green Things frorn Outer Space £5.50 + 


John Carter of Mars (SP!) £12.90 
Imperium (GDW) £8.40 

Alpha Omega (BTL) £9.90 
Starforce Trilogy (SPI) £12.90 
Strange New Worlds £7.95 

Belter (GDW) £8.95 

Double Star (GOW) £8.50 
Bloodtree Rebellion (GOW) £9.50 
Gamma World (TSR) £7.50 
Marine: 2002 {Yaq) £11.90 
Colony Delta (FGU) £8.50 
Second Empire £9.75 

Warpwar, lce-War, Chitin, Rivets, 
Ogre, Olympica, Black Hole, Holy War, 


Invasion of the Air Eaters (MGC) £2.20 each 


Cosmic Encounter £8.40 
CE Expansion Kits 1 - 4 £2.95 each 
GEV (MGC) £2.60 
Warriors of the Green Planet Triloay £8.90 
Creature .,. Sheboygan, Vector 3, 
Titan Strike, Stargate (SP!) £2.95 each 
Darkover (EON) £8.40 
One World / Annihilator, 
Hotspot (MGC) £2.20 each 
Stellar Conquest £8.90 
Godsfire £11.90 

* Intruder (TF) €2.95 


SF - Traveller R, S (GDW) 


t Basic Rules Set £5.75 
t Mercenary (Bk IV) £2.90 
t+ 1001 Characters £1.90 
t Animal Encounters £1.90 
t Kinunir Scenario £2.45 
Logbook £2,04 Screen £1.90 
Starships & Spacecraft £4.50 
Travellers Journal £1.50 
* Highguard (Bk V) £2.90 
* Citizens, Spinward Marches £1.90 each 
* Dra'k‘ne Station (JG) £3.60 
SF - Other games 
Starships & Spacemen (FGU) R £4.20 
Space Patrol (LZ) R £4.20 
Spacefarers Guide to the Planets 
Sectors |,|| £5.00 each 
Spacefarers Guide to Alien Monsters £5.00 


Special Offer 

New Arrival 

Role Playing Rules 
Play Solo 
Boardgame 
Miniature Rules 


Fantasy — Role Playing Fantasy Games 
t* Mystic Wood (Phi) £5.95 
Dungeons & Dragons R * Demons (SP!) £2.95 
* Deathmaze (SP!) £2.95 

Magic Realm (AH) £10.95 
Wizard’s Quest {AH} £10.95 
The Beastlord (Yaq) £10.90 
Divine Right (TSR) £7.90 
Sorcerer's Cave (Phi) £5.95 
Swords & Sorcery (SPI) £10.90 
Middle Earth (SPI) £12.90 
War of the Ring (SP!) £9.50 
Snits Revenge (TSR) £4.95 
Dungeon (TSR) £7.50 
Spellmaker (GTG) £7.95 
Elric (Ch) £8.50 
King Arthur's Knights (Ch) £7.60 
Top Secret (TSR) £8.50 
Lords & Wizards (FGU) £8.85 
Fantastic Encounters S £3,00 
Citadel (FGU) £2.75 
Stomp (Ch) £2.25 
* Swordquest (TF) £3.95 

Valkenburg Castle £2.95 

Gangster (FGU) R £7.40 


Basic Set £7.50, Rule book £2.95 
Monster Manual £7.90 (Softback £4.90) t 
Players Handbook £7.90 (Softhack £4.90) 
Referees Guide £9.90 . 
Dungeon Module G1, G2 £1.95 each 
G3, D1, D2 £2.25 each 
D3, £2.75, $1 £2.95 
B1 (introductory) £2.50 
S2 — White Plume Mountain £2.50 
T1 — Village of Hammiet £2.75 
C1 — Shrine of Tamoachan £3.50 
$3 — Expedition to the Bamer Peaks £3.50 
Temple of Ra Accursed £1.60 
Escape from Astigar’s Lair £1.60 
Mines of Custacon, Book of 
Treasure Maps £2.95 ea. 
Under the Starm Giants Castle £2.04 
Frontier Forts of Kelnore £2.04 
Skulls and Scrapfaggot Green £3.20 
Survival of the Fittest S £2.50 
Sword of Hope, Tower of Ulission £2.04 ea. 
* Maltese Clue £2.95 
Caverns of Thracia £4.85 Boot Hill (TSR} R £7.50 
Operation Ogre £2.40 + Quest (GTG) £6.50 


* Module B2 £3.00 * Skull & Crossbones (FGU) R £8.50 
* City State of the Worid Emperor £8.95 


The Fantasy Trip (MGC) R 


* In the Labyrinth (for Referees) £3.80 
Melee, Wizard £2.20 each 

* Death Test |,!! £2.20 each (S) 

* Advanced Melee, Adv Wizard £3.50 each 
Tollenkar’s Lair £2.20 


Power Politics/Diplomacy 
/Economic Games 


After the Holocaust (SPI) B £8.95 
Canadian Civil War (SP!) B £7.90 
Der Fuhrer (LS) S,B £2.99 
Junta (CWW) B £7.50 
Warlord (Hayes) B £10.50 
Diplomacy (AH) £11.40 

t* Class Struggle £8.50 


Business Games 


Tunnels and Trolls (FBI) R 


Revised Rulebook £3.50 

Original Rules £1.90 

Solo Dungeons: 

Labyrinth, Deathtrap Equalizer, 

Sorcerer Solitaire, Naked Doom £1.90 each 
Beyond the Silvered Pane, Sword for Hire, 
Arena of Khazan, Buffalo Castle £2.40 each 
City of Terror £3.70 

For Dungeon Masters 

Uncle Ugly’s Underground Level 1 £1.35 
Dungeon of the Bear 1,2,& 3 £1.35 each 


Dampfross (BuSp) £7.65 
1829 (HT) B £16.90 
Fortune (Phi) B £13.50 


Railway Rivals (DGW) B £1.50 


Rail Baron (AH) B £10.95 
TransClyde £4.75 


Sports Games 
Basketball Strategy (AH) £9.20 


Administrative Waltz (Phi) B £10.45 


Oil Depots & Ironmaster (DGW) B 90p 


Board Wargames — 


Pre XXth Century 
1* War and Peace (AH) £10.95 
t The tronclads (Yaq) £10.90 
* Middle Sea (FGU) £13.90 
1 Kingmaker (AH) £8.95 
Expansion Cards (AH) £3.30 
Napoleon at Leipzig (OSG) £10.90 
100 Days (OSG) £2.95 
Imperial Governor (Phi) £6.90 
Zulu — 4 games (Bearhug) £2.25 each 
Sticks and Stones {MGC} £2.20 
Sevastopol £6.50 
Decline and Fall (Phi) £7.25 
English Civil War (Phi) £7.25 
Kingmaker (Phi) £7.75 
Great Mediaeval Quad (SP|) £11.90 
Ney vs Wellington £7.90 
Thin Red Line (Yaq) £12.90 
Bloody April (SP!) £16.00 


Villains and Vigilantes (FGU} R £4.25 


Board Wargames — 
XXth Century on 


Army Group South Quad (SP!) £11.90 
Dark December (OSG) £8.90 
Panzerkrieg (OSG) £8.90 
Rommel! & Tunisia (OSG) £10.90 
Sink the Bismarck.(AH) £9.30 
Bar-Lev (GDW) £9.45 
Case White (GDW) £9.45 
Marita-Merkur (GOW) £12.50 
Beda-Fomm (GOW) £3.95 
Panzer (Yaq) £11.80 
Ultimatum (Yaq) £8.50 
CV (Yaq) (Midway) £12.90 
Cityfight £13.50 
Air War ‘80 £12.90 
Dauntless (BTL) £10.90 
Expansion Kit (BTL) £7.00 
Flat Top (BTL) £10.90 
Squad Leader (AH) £10.95 
Cross of Iron (AH) £8.95 
Cross of Iron Scenarios £3.00 

* Squad Ldr Expansion Boards £1.70 
Crescendo of Doom (AH) £10.95 
Seastrike (Phi) £7.95 

+t” Battle (Yaq) £5.50 
* Panzerprank (Ch) £2.95 
* Prochorovka (TF} €2.95 


Major League Baseball (AH) S £11.40 


Regatta (AH) £9.25 

NBA Basketball (AH) S £11.40 
USAC Auto Racing (AH) S £11.40 
Title Bout (AH) S £11.40 


Runequest (Ch) R £7.95 (2nd edition) 
Source Packs @ £1.60 each 
Trolls & Trolikin, Scorpion Men & Broos, 
Militia & Mercenaries 
Scenarios: 
Balastors Barracks £2.04 
Apple Lene £3.20 
Snake Pipe Hollow £3.80 
Broken Tree Inn (JG) £3.20 
Cults of Prax £7.95 
* Runequest Shield £2.20 
* Foes £7.95 
Chivalry & Sorcery (FGU) R 
Rulebook £6.95 
Sourcebook £5.35 
Swords & Sorcerers £5.35 
Destrier £3.80 
t* Arden £6.45 
t* Saurians £8.95 


* Mortal Combat R £4.00 


Other Games 


Blockade £9.95 

Remy £7.95 

Twill £6.45 

Doublethink £5.50 
Ephemeris £6.35 
Epaminondas (Ph!) £3.95 
ManEater £6.65 

Mentalis £4.50 

The Hobbit Game £6.40 
Source of the Nile R £8.50 
Tributary £3.75 (Suppl.) 


These were justsome of our games. * Our catalogue contains 
details on virtually all games available in the U.K. Send 16p 
in stamps & I3%p s.a.e. (overseas 3 i.r.c.) for acopy (or 
free with orders over £4.00). 


Game of Ancient Kingdoms (HT) £8.50 | 


Magazines 
The Space Gamer (MGC) £1.25 
The Dragon (TSR) £1.95 
White Dwarf 85p 
Dungeoneer £1.95 
Judge’s Guild Journal £1.95 
Stormlord 60p 
Different Worlds £1.50 
Sorcerer's Apprentice £1.25 
Strategy & Tactics (+ game) £2.95 
Wargamer (+ game} £2.85 
Troll crusher 80p 
Iusionists Vision 60p 
Beholder 60p 
The Grenadier (GDW) £1.15 
Spectre 65p, Palantir 65p 
Wyrms Footnotes £1.45 

* Ares (SPI) £1.95 


ESDEVIUM GAMES (XW) 

2 Morley Road 

FARNHAM Surrey GU9 8LY 
Tel: Farnham 722269 


— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


Please mention WHITE DWARF when replying to advertisements 


a mM 
Srmre behind +hose ks. aia er 


QT | odels., 


Queen St 
Bridlington 
Wn S. Wa 


Humberside 


Suddenly. .-- 


ARMED CO CENTERCRAM) 
HVY TANK (CRAMORIAN) 2 FOR 
ARMED SCOUT CAR (RAM)2 FOR 
CARRIER & 10 DROIDS (RAM) 
ARMED A.P.C. (RAM) 2 FOR 


NEW RELEASES 
MOCCASIN TRUCK 
%TRACK TRUCK (CRAM) 
DRONES FOR SFe'1 
TRACK PACK 
DROID PACK FOR SF36 


ARMED MORTAR (RAM) 2 FOR 
HOWITZER CARRIER (CRAM) 
E.0.V. GARRIER (RAM) 2 FOR 
SOLAR LANCE (RAMORIAN) 
RAMORIAN TROOPS 
PLEASE ADD 10% PSP. OVER £10 
FPUST (FREE. 


SF48 "LEVIATHAN” self deploying 
missile tower appox 6" high 
SF49 POLARIANS super fast inf 
SF50 MOLE SUBSURFACE TANK 2 
SF51 MOLE SUBSURFACE A.P,C, e2 
SFS52 MOLE SUBSURFACE MORTAR e 


~~ = = 2 


ou can tella good company 
by the monsters it keeps 


ANNOUNCING OUR LATEST GAME ‘V 


Avalon Hill’s range of Sci-Fi and Fantasy games 
are designed for hobbyist and casual player 
alike. Simple enough to be fun to play, but also 
challenging enough to keep the most experienced 
player on his toes. Use your imagination — enter 
our realm of Fantasy and Science Fiction. 


STARSHIP TROOPERS 


War in the distant future between mankind, the Skinnies (a ghastly travesty 
of homo-apiens) and the giant spidertike Arachnids. Mankind’s super 

# weapon is the Starship Trooper who, with his futuristic weaponry, packs a 
punch like a Panzer division. A game of skill for two players which, using 
the programmed instruction technique, gives players the complexity level 
of their choice. £10.95 + £1.30 p&p 


MAGIC REALM 


Where honour and valour reign supreme. 
Up to sixteen possible player characters 
battle against terrifying monsters and 
each other in an effort to survive and 


The challenge of 

a deadly treasure 

hunt. From 2 to 

6 players become 

warlords of Marnon. Each must 

fend off the Dragon, frenzied Orcs 
and other nasties in his quest for 
the secret treasures which will make 
him Master of Marnon. 


£10.95 + £1.30 p&p 


THE BEST IN FANTASY AND SCIENCE FICTION 
from AVALON HILL 


All these games are available from your local Avalon Hill games dealer, 
or direct from us by mail 


conquer. Magic spells and changing 
terrain help to make Magic Realm a 
real adventure into the unknown. 
£10.95 + £1.30 p&p 


’ DUNE 
The only planet in the universe where 
you will find the wonder drug, Spice, 
which holds together the tenuous 
¢ threads of intergalactic civilisation. For r 
two to six players, each attempts to if, 
gain control of Dune. But beware the } 
Sand Worm. The horrifying gigantic 
creature that devours anything that 
moves. £10.95 + £1.30 p&p 


wis 

Avalon Hill U.K. Ltd., 650 High Road, North Finchley, 
London N12 ONL. Tel: 01445 3044 

TRADE ENQUIRIES WELCOME OVERSEAS ORDERS WELCOME 


~ 
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sturdctiecct| 7amcti mow, after fiwe 
years oF care fast researcka. 

our DPevelopmmeant TYearm hawe 


asse rmbiedct four bookcas&= ge mos e ; 
games each armed with fal 4. 
colour box full-colourmountea  -=. 


Playing board, exceptional art, 
aunque comcepts, ciear. sh ries 


exhaustive Playtesting anc 
dedication. 


Mowv we are ready for launch... 


Launch 004: 
WARLOCK 
The Game of Duelling Wizards 


Launch 003: 
VALLEY OF THE FOUR WINDS 
An Epic Game of Swords & Sorcery 


Launch 002: 
DOCTOR WHO 
The Game of Time and Space 


Launch 001: 
* APOCALYPSE 
The Game of World War tl 


Apocalypse 


Apocalypse is a game for 2—4 
players set in an age of nuclear 
warfare. Each player must use 
armies, nuclear missiles, diplomacy 
and strategy to expand his empire 
while devastating others. This, plus 
the unique combat system, ensures 
that the game isexcitingly different 
every time you play it. 
(Apocalypse is the garne formerly 
known as Warlord.) 


Doctor Who is a 2—6 player game 
based on the classic BBC TV series. 
Each player, as a different incar- 
nation of Doctor Who, must search 


’ the galaxy for the Key of Chronos. 


Daleks, Cybermen and other aliens 
protect the Key; but with the help 
of his scientific know-how and 
assistants, each Doctor must fight 
the aliens, and maybe each other, 
in their struggle to save the galaxy. 


player adventure game bas 
the story serialised in White Dwarf 
magazine. Set in a world of magic — 
and monsters, it is a Struggle 
between the forces of good and 
evil. Each player must seek the aid 
of independent forces to help 
destroy the other. Will Hero rid 


* Farrondil of the Wind Demon, or 


will the skeletons overrun the city? 


ri stone, suck them into the void, 
or send in trolls against them,and, 
if the going gets tough, try to 
escape on a winged chariot — if 
you can, Remember, only one 


player game of 
Saath battle in an arcane 


; ig 
Sok ae earn the title of Warlock, 
peer na ‘wizard, you will have mighty 
st 


° cast: ‘turn your opponents 


wizard will survive... 


GAMES WORKSHOP. 


-1DALLING ROAD, LONDON W6 OJD. 


Aqsters 


TEL: 01-741 3445 


TRADE ENQUIRIES: 17/18 HYTHE ROAD, LONDON NW10 6GRT. TEL:01-960 4775 


a ore rye in anew “aS play- 


ing game ofespionage.Secret missions, 
assassinations,all’ the action ofan inter- 
national thriller-with you as an operative! 


TSR Hobbies (UK) Ltd. The Mill, Rathmore Road 
SS TORIC ML Taaoes Cambridge CBl 4AD 


